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FEATURES 

Reawakened. 
Reunited. 
Re:coded. 
Polish up your 

Keyblade and get 

ready for another 
fantastic adventure 

with Kingdom Hearts 
Re:coded! We've got 
10 pages of detailed 

info on the latest 
Square Enix-meets- 

Disney DS epic. 

Mario’s Magic 
Moments 

Super Mario All- 
Stars is back-and on 
Wii—and мете cele- 
brating by revisiting 

the compilation’s 
most unforgettable 

highlights. From 
warp pipes to 

raccoon suits to 
vegetable-hating 
frogs, it’s all here. 

New Dog, 
Old Tricks 

Puppy power meets 

Japanese mythology 
meets Zelda-style 

action іп Capcom's 
Okamiden. Get the 
complete scoop on 
this incredible (and 
incredibly cute) DS 

sequel to Okami. 
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Dream Teams 
Although it's been eight 

^ years since the release of 
^Y". the first Kingdom Hearts, | 
^ still can't get over how cool 

it is to see Mickey, Donald, and Goofy 
in the same game with Final Fan- 
tasy characters like Cloud. Today's 
gamers are pretty savvy and it can 

sometimes seem like we've seen it 
all, but nobody ever expects a cross- 
company team-up. They go a ways 
back (anyone remember Battletoads 
& Double Dragon?) but are so rare 
that we never see them coming. 
Who could have predicted that Level- 
5's Professor Layton and Capcom's 
Phoenix Wright would come together 
for an adventure? (It's true—see pg. 
10.) These are the kinds of scenarios 

that we never think we'll see—that we 
can usually only dream about-like 
Marvel vs. Capcom and the biggest 
series of team-up games ever, Super 

Smash Bros. Kudos to the publishers 
who work hard to forge these seem- 
ingly impossible partnerships, and 
here's hoping that we see even more 
of them in the years ahead. 
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DONKEY KONG 

COUNTRY RETURNS = 

Chris Slate here, back 
once again to answer 
your letters while kicking 
back with Donald and 
Goofy. This month’s 
special letter request: 
have you ever bought a 
game because of its box? 
What was it about the box 
that sold you? Send your 
responses to the address 
on page 8, and we'll print 

This is a response to the reader 

who asked if Sonic’s shoes were 

the source of his speed. The 

answer is yes. In the Game Gear 

game Sonic Labyrinth (which | 

personally dislike, but whatever), 

Dr. Robotnik renders Sonica 

normal hedgehog by taking his 

shoes, which the Blue Blur has 

to get back. So, yeah, it was the 

shoes. Be thankful Sonic has 

them; Sonic Labriynth is a pretty 

lame game without 'em. 

—A FEMALE GAMER 

Actually, in Sonic Labyrinth (a 

game that everybody disliked, so 

you're not alone), Sonic wasn't 

slow hecause he was without his 

sneakers—it was because Dr. Ro- 

botnik swapped them for special 

boots that were built to slow down 

the hedgehog. Sonic must've had 

arough night, because he woke 

up and popped the boots on 

without noticing the difference. 

According to the game's manual, 

Robotnik had waited outside 

Sonic's window all night just to 

deliver this line: ^How do you 

like my new invention, Sonic? The 

only thing that can deactivate 

those boots is Chaos Emerald 

power, and the Chaos Emeralds 

are mine!” If Robotnik had ended 

his gloating there, perhaps Sonic 

wouldn’t be around today—but 

the doc just had to keep yapping. 

“The only way to get them is to 

find your way through my Super 

Labyrinth.” Oops. Guess what 

Sonic did next? 

The storyline for the Wii game 

Lost in Shadow seems very 

familiar. What other boy do we 

know who loses his shadow? Peter 

Pan, of course! Those stories 

sound awfully close if you ask 

me. —YOSHIDUDE31 

We know what you're thinking—the only way Sonic could be more awesome is 

if he couldn't run fast. Surprisingly, Sonic Labyrinth proved this not to be true. 



| was thrilled to see your Golden 
Sun: Dark Dawn feature in Vol. 261, 
along with, of course, the Donkey 
Kong Country Returns cover story. 

If someone had told me last year 
that two of my favorite franchises 
would finally come back in 2010, | 

would've laughed in their face...and 
then it would be really awkward 
when І see them now. —MIKE P. 

I don’t know that I would still be 

playing games today if | hadn't 

read about Shu Takumi and his 
games in Nintendo Power. Phoenix 

Wright: Ace Attorney opened my 

eyes to agenre that | quickly fell 

in love with; now | understand 

how important a good story is 

to а game. Without Shu Takumi's 

games to hook me, I don't think 

1 would have tried out wonderful 

titles like Hotel Dusk, Time Hollow, 
and the Professor Layton series. 

—OBJECTIONSS 

I love stories like this, where 

players discover—or rediscover— 

their love of gaming because 

they found just the right kind of 

experience for them. I believe 

that everyone on the planet is a 

gamer-it just takes playing the 

right title for them to realize it. 

My favorite section is, by far, 

Power Profiles. | read it with 

great interest and almost always 

learn something new about the 

games industry. Have you ever 

considered publishing a collection 

of all previous Power Profiles 

interviews? - вАТОТ8Ц811 

Thanks, Gatotsu—we love Power 

Profiles, too! We've thought 

about collecting them—we'd eas- 

ily have enough material to fill a 

book-—so you never know. Anyone 

else want something like that? 

What other kind of book might 

you want to see? 

| just finished Professor Layton 

and the Unwound Future and 

wanted to ask this: have you 

ever cried at the end of agame? 

—KALEY B. 

Chris Hoffman cries like a baby 

every time he plays the Christmas 

level in Elite Beat Agents—the 

one where a father dies, and then 

returns as a ghost to deliver... 

sniff...a present to his...sniff... 

little girl. (Excuse me; І must be 

coming down with a cold.) In fact, 

Hoffman can't hear the song that 

accompanies that stage—Chi- 

cago's "You're the Inspiration"— 

without balling. I frequently play 

it at the office just to watch him 

weep while he works. 

| have had a subscription for 

Nintendo Power for about two 

years, and I've kept every single 

issue. Do you think they'll be worth 

something someday? In a lot of 

them you do special, fun things 

like the NES 25-year anniversary 

feature. (That was really fun to 

read.) І just wanted your take on it. 

Thanks! —BRANDON L. 

Well, don't count on your collec- 

tion to fund your retirement. The 

first few issues of NP might get 

youa little dough, but maga- 

zines in general don't usually 

skyrocket in value. But no mat- 

ter—our fine publication is sure 

to enrich your life in much more 

meaningful ways. 

Inthe NES 25th Anniversary issue, 

reading all those comments from 

the developers about the different 

NES games made me jealous. І 

wasn't born until after the Super 

NES was released, so І never got 

to play the NES while it was a 

phenomenon. Reading that issue 

inspired me to start an old-school 

NES collection. It won't be easy, and 

it might bite at my wallet occasion- 

ally, but I think it will Бе a fun and 

challenging experience. —xARIEL 

Lately, | find myself burned out 

and exhausted when it comes 

to video games-there are just 

too many of them out there. The 

ones | enjoy the most end up 

having too much content to sift 

through. Because of that, I've 

yetto start many of the games 

Гомп. I would rather not spend 

ayear on a single game only to 

have it be made obsolete by the 

next. CDARKLORDMAJORA 

I сап sympathize with never 

having enough time to get to all 

of the good-looking games, but 

your perspective seems pretty 

extreme. Most folks find an 

abundance of game content to be 

agood thing. The important thing 

is that you enjoy however much 

time you spend playing, whether 

you're tackling several titles or 

digging deep into a single game. 

GY zii» 

7%” 

DON'T HASSLE 
THE HOFF 
Dear Hoffman: Why are you 

such a jerk? Who is Pete? 

Do you have a family? Have 

you ever gone to law school? 

—ALEX L. 

The Hoff says: Since you've 

asked so politely, I'll answer 

your questions in order! 

1. it’s a side effect of the 

mutant yak DNA I put in my 

Fruit Loops every morning. 

2. He is/was my nemesis. 

He's basically a giant red 

beard that talks like Slippy 

Toad. i'm currently accept- 

ing applications for a new 

nemesis! 

3. Sort of. | was raised by 

apes. 

д. Well, I've played through 

every Ace Attorney game 

at least twice. That counts, 

right? I'm pretty sure I could 

win most court cases by 

whipping people and throw- 

ing coffee at them. 

{Edgeworth} æ 
Туе to the Hoff faux 
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If | could create а Nintendo- 
themed holiday, | would make 
Mario Hat Day. In order to cel- 

ebrate it, everyone would have 
to wear a red cap like Mario's 

and act like him. Imagine walk- 
ing around and seeing every- 
one with Mario hats bouncing 

around! —ROBERT A. 

October 18, the anniversary of 

the NES, should be known as 

NES Marathon Day. Everyone 

would spend the day trying to 

conquer as many NES games as 
they could, trying to beat their 

record from the previous year. 

Most NES games are fairly short, 

sothat setup would be perfect, 

right? | would start off with the 

classic Super Mario Bros., then 

move on to some Contra or Mega 
Man. Here's to NES Marathon 

Day! —zooL 

Since holidays celebrate great 

moments in history, it's obvious 

that we Nintendo fans should hold 

the Triforce Festival. It would 

take place in the springtime, 

since that's when Link took his 

first fateful steps out of his forest 

home and onto Hyrule Field in 

The Legend of Zelda: Ocarina of 

Time, arguably the best game 

ever to have graced this planet. 

Everyone would wear green caps, 

tunics, and boots (tights are 

optional) and participate in the 

annual treasure hunt. Think of 

it as an Easter egg hunt, except 

the participants would be looking 

for breakable pots, rickety 

crates, or conveniently unlocked 

chests. Inside they'd find Rupees 

or dungeon keys. It'd be the 

highlight of every Nintendo fan's 

year! —ANNA K. 

8 NINTENDO POWER 

If you could establish a Nintendo- 
themed holiday, what would it be? 

1 would institute National Bowser 

Day and spend it playing all the 

games that Bowser is in. | would 

also draw a picture or two of 

Bowser and write a story about 

him. 1 would go to Bowser's Castle 

and show him my pictures and 

story, and then | would bake a ton 

of cakes and feed them to him. 

Bowser would become very fat by 

the end of the day. Once Bowser 

finished all of his cakes | would 

play video games with him. Then, 

once the day was over, | would go 

to bed. —rRENT 

A Nintendo holiday should 

be sporty, so | suggest the 

Nintendolympics! It would be held 

in every big city in the world and 

honor all our favorite Nintendo 

games. There's the Bowser Bridge 

Dodge, the Mario Party Board 

Sprint, the Kirby Hammer Throw, 

the Yoshi Egg Bowl, and also the 

Link Sniper Event. The winner of 

the events would get the Golden 

Mushroom. —FINALFANTOM 

My holiday would be called 

Kooloo-Limpah Day, where 

people walk the streets dressed 

in Tingle outfits and create 

mischief. They would shove 

confetti in people's faces while 

yelling “Kooloo-Limpah!” and 

give out red balloons that, 

when popped, spread out more 

confetti. Whoever pops the 

balloon that contains a drawing of 

a black Rupee must face "Tingle's 

Wrath" and be splashed with 

water balloons. The day would 

end with a Rupee hunt where 

official Nintendo prizes could be 

won. —PHANTOMVAATI 

We should have holidays to 

celebrate each time that Princess 

Peach has been saved. Every time 

we would throw а big festival, 

get a band to play Mario music, 

and have a big parade that 

includes someone dressed as 

Princess Peach. There could also 

be games, such as one where a 

guy dresses up as Bowser and 

we put him in a dunk tank. We'd 

have to add a new holiday pretty 

often, though, since Peach gets 

kidnapped and rescued a lot. 

—GOOMBA STOMPER 
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Visions of the 
Nintendo 305 
At Level-5's latest Vision Conference, the company 
revealed its Nintendo 3DS-focused future. 
EVERY YEAR, Professor Layton 

developer Level-5 saves its major 

announcements for its autumn 
Vision Conference. This year reps 

didn’t have much to say about the 

company’s new North American 

subsidiary, but they did announce 

plenty of surprising developments 

for the Japanese market, and there’s 

every reason to believe that most 

12 NINTENDO POWER 

of these games will be heading our 

way soon. The unwavering focus of 

the show was the new Nintendo 3DS 

handheld; the company detailed all 

of its previously announced titles 

for the platform, and unveiled three 

brand-new ones. 

The biggest surprise was Professor 

Layton vs. Phoenix Wright, a new 

crossover title that pits the company's 

popular puzzle-solver against 

Capcom's ace attorney in an eccentric 

new adventure game. The characters 

meet in a medieval-flavored alternate 

dimension known as Labyrinth City, 

where the two seem to be on opposite 

sides of an old-fashioned witch trial. 

This Nintendo 3DS exclusive is being 

written by Phoenix Wright creator Shu 

Takumi, and promises to feature an 

unprecedented number of scenes in 

which characters point dramatically 

at each other. 

Professor Layton also has a new 

solo adventure in the works, and 

Level-5 had plenty of new details 

to share about his hotly anticipated 

Nintendo 3DS debut. Titled Professor 

Layton and the Mask of Miracles, the 

game will explore Professor Layton's 

past, alternating between the usual 

present-day storyline and a second 

time period set during Layton's 

bushy-haired high-school days. The 

new game features a number of 

puzzles that have been built around 

the platform's 3D capabilities, and 

will take advantage of the handheld's 

online SpotPass functionality to 

update the game with a new puzzle 

every day for a year. 

Level-5 also revealed that Time 

Travelers, which was announced 

without a platform at last year’s 

conference, will indeed be coming 

to the Nintendo 3DS. A few snippets 
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of footage revealed the title to be 

astory-driven adventure with 3D 

prerendered graphics. 

Also announced was a Nintendo 

305 RPG based on Cabajoppi, the 

popular cabaret-club-girl simulation 

available on Level-5's mobile gaming 

service. While the RPG aspects aren't 

yet clear, the game seems to involve 

creating flashily dressed girls and 

getting paid to hang out in cabaret 

clubs with licensed characters from 

famous Japanese anime series like 

Lupin the 3rd. | think it’s safe to say 

that of all the titles shown at the 

Vision Conference, the Cabajoppi 

game is the least likely to see a 

Western release. 

Another returning title is Fantasy 

Life, which was revealed last year 

as an Animal Crossing-esque RPG 

for the Nintendo DS system, created 

by Secret of Mana-series developer 

Brownie Brown. This year Level-5 

announced that the DS version has 

been canceled, and that the game 

will be released for the Nintendo 

3DS instead. New staff added to 

the game's team include composer 

Nobuo Uematsu and illustrator 

Yoshitaka Amano, both famous 

for their contributions to the Final 

Fantasy series. 

Level-5 hasn't completely given 

up on DS development, however. 

In addition to a new version of 

Inazuma Eleven 3 that is being 

released to coincide with the series’s 

upcoming theatrical anime, the 

company revealed a number of new 

details about Ninokuni, the RPG 

being developed in collaboration 

with Japan's legendary anime 

house Studio Ghibli. Like with 

Dragon Quest IX (which was also 

developed by Level-5), players will 

be able to download new quests and 

other content for a full year after 

the game's release. The company 

also detailed the Imagens, enemy 

monsters that can be turned into 

allies for your hero. There are 

over 350 Imagens that players can 

capture, evolve, and breed in the 

game. No word yet on whether 

players gotta catch ‘em all. —cAsEY І. 
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ш that the evil organization known as 

Hydra has made into its base. The 

Sentinel of Liberty must face off 

against numerous enemies-including 

baddies from the comic books, such 

as Lady Hydra-using his fists and 

his mighty shield, which is controlled 

B via the Wii Remote. You just aim at 

your target with the pointer, and tap 

a button to throw Cap's signature 

High Voltage Software looks to prove that the best offense is a good defense in | "een But vou can do more 
than that. Joshua VanVeld, senior 

Captain America: Super Soldier for Wii. producer at High Voltage Software, 

elaborates: "When you hold down the 

GIVEN THAT IRON MAN and Thor have Avenger film. And rather than being a controller-focused gameplay. C Button, you enter this mode where 

gotten/are getting video games, it’s port of the PlayStation 3 or Xbox 360 Developed by High Voltage time slows down, and Cap can paint 

fitting that Captain America would version, this one was made specifi- Software and published by Sega, multiple targets simultaneously. 

have his own digital adventure, cally with the Wii console in mind; it Captain America: Super Soldier is And when you release the button, he 

coinciding with the July 2011 release offers an over-the-top cartoonish set during World War II and tells automatically throws the shield and it 

ofthe Captain America: The First graphical style and Wii Remote the tale of Cap infiltrating a castle bounces from target to target, stun- 

ning and knocking down enemies.... 

Of course, if somebody's attacking 

you, you can take refuge behind the 

shield. But more importantly, you 

can deflect... If somebody's firing a 

submachine gun at you, if you hold 

the block button and then use the 

pointer to point back at the enemy, 

the bullets that you're deflecting will 

go right back where the pointer's 

facing." —JUSTIN c. 

A WINNER IS... 
Shocking superstar 

Team-ups. 
Unresolved endings. 
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What we were writing about way back when 

MARIOKART, 
=z => 

0) митемоорує, 

The Nintendo DS really 
came into its own in late 
2005, supported by games 
such as Mario Kart DS, 
Animal Crossing: Wild 
World, Mario & Luigi: 
Partners in Time, and 
Castlevania: Dawn of 
Sorrow. The ill-fated Game 
Boy Micro also launched in 
2005; though the system 
didn't make much of an 
impact, the Famicom- 
themed version of the 
handheld, released in 
early December, was very 
collectible. 

Nintendo's partnership 
with Rare was certainly 
paying off during the 
2000 holiday season, pro- 
ducing some of the big- 
gest titles of the day such 
as Mickey's Speedway 
USA for the Nintendo 64 
and the impressive Game 
Boy Color port of Donkey 
Kong Country. But those 
weren't the only games 
high on Nintendo fans" 
wish lists; The Legend of 
Zelda: Majora's Mask was 
also among the season's 
top offerings. 

cuve 

In time for the 1990 holiday 
season, Nintendo released 
an all-new NES bundle-the 
Nintendo Sports Set-which 
included the system, four 
controllers, a four-player 
adaptor, and a 2-in-1 car- 
tridge that contained 
Super Spike V'Ball and 
World Cup Soccer. Other 
noteworthy 1990 holiday 
releases were Teenage 
Mutant Ninja Turtles Il: The 
Arcade Game, Mega Man 3, 
Castlevania Ill, Shadow of 
the Ninja, and Star Tropics. 
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POWER UP 

D? It’s in the Game. 
EA Sports brings the gridiron to the third dimension with Madden NFL Football for the Nintendo 305. 

AMONG THE DOZENS Of titles 

announced for the Nintendo 3DS 

system at this year’s E3 was aversion 

of EA Sports’s venerable Madden NFL 

franchise, and now we've got the first 

screens and details. The core game 

takes the same authentic approach to 

the sport as its console counterparts, 

allowing armchair quarterbacks to 

play through a full NFL season. Also 

like the console games, it will include 

the new GameFlow option, which 

helps keep the action moving by 

automatically choosing plays for you 

based on the situation. You can still 
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call the plays yourself if you prefer, 

though, and the Call Your Shots 

feature gives you the opportunity to 

tweak things at the line of scrimmage 

by drawing new receiver routes or 

defensive assignments on the touch 

screen. Rounding out the package is 

an arcade-style five-on-five mode, 

though it bears mentioning that 

there are no multiplayer plans for 

the game. 

Of course, what separates this 

Madden from all others is 3D, and the 

team at EA North Carolina intends to 

maximize that impact. “One of the 

things you'll notice when you play this 

version of Madden is that the camera 

looks different from any other ver- 

sions,” designer Tony Marinello told 

us during a recent interview. “With 

the running camera, for example, 

we bring it in much closer on the 

player than you are used to seeing 

previously because we've found that’s 

a great use of 3D. And we have more 

[Right] Adrian Peterson versus a 
defensive back? We'll put our money 

on "All Day." 

ШЫТА? 

dynamic shots and different ways to 

highlight the action while still giving 

the user all the information he needs 

to play the game." Ryan Stradling, 

director of product development, 

added, "We did a good amount of 

research into what the movie industry 

was doing with camera shots and 

stuff like that to take advantage of 

the 3D while making sure the user 

doesn't get distracted and can focus 

on the awesomeness of it." 

Stradling commented that the 

development tools for the Nintendo 

3DS make it a breeze to implement 

the 3D effects, and he also praised 

the system's horsepower. "It's a 

pretty powerful handheld," Stradling 

commented. “Тһе graphical process- 

ing unit on it is really sweet. You'll 

notice we've got some rim lighting 

effects, for example, and environ- 

ment maps on the helmets. Plus we're 

using a lot of the assets from the 

‘next-gen’ versions of the game." 

EA hasn't announced a 

specific release date for Madden NFL 

Football, but we expect it to hit right 

around the launch of the Nintendo 

305. —STEVE T. 

Торо 
I 
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Producer Takashi lizuka gives the final word on a successful 2010 for 

Sonic the Hedgehog. 
With the release of Sonic Colors and Sonic the Hedgehog 4: Episode 1, this was the Blue Blur's 
best year in a very long time. We recently caught up with the man in charge of all things 
hedgehog, Sonic Team producer Takashi lizuka. 

Let's start with 

Sonic Colors. One of the reasons 

we enjoyed the game so much 

is that it features a lot of great 

platforming, which is an aspect 

of the series that had sort of been 

pushed to the side in recent years. 

What prompted you to bring it 

back to the fore? 

As you know, Sonic 

was born to become an iconic game 

character in the action-platforming 

genre. There has been a variety of 

titles since then—some were more 

focused on speed, while some 

focused on story—but Sonic is still 

an action-platforming character 

after 19 years. Sonic 4: Episode 1 and 

Sonic Colors, which | worked on as 

producer, are designed to put greater 

focus on what made Sonic special in 

the first place. 

All of that platforming also helps 

create a varied tempo. There are 

still plenty of high-speed thrills, 

butthe game isn't afraid to slow 

things down. Was that something 

theteam actively pursued from 

the beginning for Sonic Colors? 

Sonic's brand of action should 

never conclude with just running at 

high speed. Running at high speed, 

areas that require cautious jumps, 

and areas where making daring 

jumps would lead to shortcuts-it's 

about finding the right mixture and 
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balance. This mixture defines Sonic's 

high-speed action. 

Almost all of the deepest game- 

play elements take place in 2D, 

with the switches to 3D reserved 

for quick bursts of simpler action. 

Do you feel like that balance is the 

best fit for the series? 

Forcing players to make difficult 

jumps in 3D sections would give 

the impression that the game is 

unreasonably hard, as it is more dif- 

ficult to get a sense of distance from 

a3D perspective. Therefore, we've 

limited the 3D sections to left/right 

dodging and speediness, whereas 

the 2D view is where the platform 

action can be found. We feel this is 

the best balance. However, action 

games have unlimited possibilities, 

so we also believe that we can 

provide something different in the 

future while paying attention to the 

feedback from all our fans out there. 

Can you talk about any ideas for 

additional Wisps that ended up 

on the cutting-room floor? How 

did you decide which power-ups 

stayed and which had to go? 

We came up with so many ideas 

for color powers, and there were 

alot that didn't make it into the 

game. Most of those were either 

ruining the high-speed action or 

were limited to just one type of use. 

The color powers that we included 

had to lend themselves to multiple 

situations. 

If we’re not mistaken, this is the 

first time Sonic has ever been 

able to double-jump. What lead to 

that inclusion? 

We added it to make the platforming 

parts more user-friendly. The 2D 

sections in particular require tricky 

platforming in some areas, so the 

double jump was needed as a kind of 

recovery for failing on the first jump. 

Aside from Tails and Dr. Eggman, 

none of the franchise's traditional 

supporting characters appear in 

Sonic Colors. What's more, the 

story is relatively simple and 

lighthearted compared to recent 

titles inthe series. Why was it 

important to show restraint in 

those regards and how do you feel 

it benefitted the game? 

Basically, we focused the story 

around the franchise's three main 

characters—Sonic, Tails, and Dr. 

Eggman-though the DS version of 

the game features other characters 

in bit parts. This is because Sonic 

Colors is a game about Sonic's 

high-speed action. In terms of 

the narrative, we've accentuated 

the fun, which is something that 

character-action games should have 

instead of going the more serious 

Ho 
0073 
01:40.86 

route. This is, again, due to the fact 

that the game had a strong concept 

as an action-platforming game 

rather than an action-adventure 

game. The approach is dependent 

on the concept for the game, and 

we could possibly have the other 

characters appear in other genres, 

like party games. 

It feels like Sonic Colors was influ- 

enced by the Mario series in some 

ways. Did the team look to Sonic’s 

old rival for inspiration? 

The Mario series is one of my 

favorites, so 1 obviously play it 

quite a bit, but those titles are very 

different from Sonic games. So, 

unfortunately, we can't take refer- 

ence from there. We always research 

the previous Sonic titles and try to 

figure out what was good or bad, 

then use those lessons to create the 

best high-speed action. 

This was Morio Kishimoto's first 

time in the director's chair. Why 

was he chosen for the task and 

what sort of approach did he bring 

tothe project? 

He has had a very long experience in 

game development, including arcade 

games, so his contribution to Sonic 

Colors was valuable. From those 

experiences, he is very good at struc- 

turing how the game should flow to 

make it exciting, fun, and enjoyable 

to play. Video games involve many 

00214300 
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other aspects that determine the quality, such 

as graphics and music, and he enjoyed the 

challenge of making decisions regarding all 

of those elements. But it's a team effort and 

we're a team—Sonic Team, to be precise! 

Last time we spoke, you said, “I feel that 

we need to look beyond each individual 

title and take a wider view with more of 

a focus on the overall Sonic franchise.” 

Along those lines, have you established 

any new rules that all future Sonic titles 

should follow? And can fans consider 

Sonic Colors indicative of the direction 

the franchise will take? 

In order to expand the 

overall franchise, | believe 

we need the core of the 

franchise—action-platforming 

games-to be perfected. In 

order to expand the franchise 

to genres like racing, sports, 

etc., itis important to have a 

clear, established core. Also, 

action-platforming can come 

in many different forms, so we 

came up with Sonic 4, and not 

just Sonic Colors, to appeal to 

a wider audience. 

Isthere any chance we'll seea direct 

sequel to Sonic Colors? 

Well, whether we create a sequel to Sonic 

Colors is up in the air, but we would like to 

take the action-platforming basis of Sonic 

Colors and include it in future titles. 

Switching gears to Sonic the Hedgehog 

4: Episode 1, why was now the right time 

to finally do a sequel to the "classic" 

Sonic titles? 

From the moment Sonic evolved into a 3D 

game, | had a strong passion to continue 

2D Sonic games. We have done so in the 

handheld versions, but we thought having 3D 

Sonic and 2D Sonic coexist on the consoles 

would be difficult. However, the emergence 

of online distribution markets, where we can 

sell at lower price points, has provided a big 

push for us to create 2D Sonic games again. 

How do you strike the right balance 

between staying true to the Genesis 

games and evolving the series with ele- 

ments like the homing attack? 

We've focused on level design, which 

allows jumping action and high-speed 

running-the signature characteristics of 

the classic series. On top of that, just as 

the spin dash was added in Sonic 2, we've 

included the homing attack to make the 

game more user-friendly. There may be 

new actions in the future episodes as well, 

but we will have to be careful not to ruin the 

basis of the gameplay. 

We enjoyed Episode 1, but the physics felt 

abit off compared to the Genesis games. 

Isthat something you'll look to tweak in 

future episodes? 

In this title, we have not done a straight port 

ofthe gameplay [from the Genesis games], 

but rather updated it with actions which 

could not be done in the previous titles, like 

ceiling-running. These changes probably 

made for a different feel to the longtime 

Sonic fans. We're happy for feedback like 

this, and we'll make sure we can improve the 

quality even further in upcoming titles. It is 

challenging to make everyone happy, as we 

have young fans, new fans, older fans, jump- 

n’-run fans, retro fans, etc. We're confident 

all of them do enjoy playing Sonic 4, though. 

Sonic fans are some of the most passion- 

ate and vocal we've ever seen. How much 

will you take their feedback into account 

for future episodes of Sonic 4? 

We will continue to do that for the Sonic 

4 series, and we're trying hard to please 

the longtime fans in that process. Their 

voices are being heard by the development 

team, and we'd like to find the right balance 

between meeting those expectations and 

providing new surprises. 

Finally, 2011 marks the 20th anniversary 

for Sonicthe Hedgehog. Can you give us 

any hints as to what Sonic Team has in 

store for the occasion? 

We can't give you any specific details, but we 

would like to celebrate the 20th anniversary 

with our fantastic fans, who have supported 

Sonic and Sega for such a long time. 
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Bet Your 
Groudon! 
Pop this password into Poképark Wii: 
Pikachu's Adventure to unlock the 
gargantuan Ground-type Pokémon. 

DO vou KNOW that you can make 

certain Pokémon appear in PokéPark 

Wii: Pikachu's Adventure by input- 

ting secret passwords? Input the 

password below and Groudon will 

show up in the Lava Zone, where you 

can befriend it and then use Groudon 

to play certain Attractions. Don't be 

shy—go introduce yourself! —cHRIS 5. 

Groudon Password: 

A Legend in 
the Making 

Capcom wants your help 
designing Mega Man Legends 3. 

LAST ISSUE We mentioned that Capcom's Mega Man 

Legends 3 (headed to the Nintendo 3DS handheld) 

would "allow for fan input on a level never before 

seen." At the New York Comic Con held in October, 

Capcom's global head of production, Keiji Inafune, 

elaborated on what that means: "This is a game 

for the fans and it is going to be made by the 

fans...” To establish the connection between fans 

and developers, Capcom has created a portal at 

its Capcom Unity website. There, the company 

will accept fan input, including boss-fight ideas, 

character designs, and voice-actor suggestions. 

Recently a poll was held on the site to choose a new 

heroine to costar in the adventure. (The winner, 

designed by Shinsuke Komaki, is to the right.) Head 

over to www.capcom-unity.com/devroom/ and 

help make Mega Man Legends 3 the game you want 

to play. —PHIL T. 
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G 
THE GAME 

DigiPen Institute of Technology proudly 

presents a two-week summer workshop 

series for video game and technology 

enthusiasts in Grade 8 and beyond. These 

workshops are specially designed to 

introduce participants of all experience 

levels to the fundamentals of: 

ш Video Game Programming 

ш 3D Computer Animation 

ш Game Design 

ш Robotics 

Not yet in Grade 8? 

ProjectFUN also offers Junior 

Workshops in both video game 

design and animation for students 

who are in Grades 5-7 

For more information, visit: 

http://workshops.digipen.edu 

Join us for Preview Day on Saturday, April 23, 2011. 

Get a sneak peek at the workshops and $100 off!* For more information visit: 

http://projectfun.digipen.edu/previewday 

* Preview Day participants will receive a $100 coupon good toward any one Workshop tuition fee. 

Projecti 
9931 Willows Road NE, Redmond, WA 98052 

Phone: (425) 558-0299 e Toll-Free (866) 478-5236 
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A closer look at the 
characters we love 

It's been nearly a quarter of a century, and Capcom s beloved Blue 
Bomber is still squashing Dr. Wily's villainous schemes. 
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Despite his mechanical inner workings, Mega 

Man looks and behaves much like a human 
thanks to the advanced artificial-intelligence 
program that was given to him by his cre- 

ator, Dr. Thomas Light. 

Mega Man’s 

trademark helmet о 
is necessary to 

protect him from 
the various lasers, 

blades, and, um, 
leaves that are 

thrown at him. It’s 
also good for cover- 

ing up his tousled 
head of hair. 

Look at this outfit! They don't call him the 
Blue Bomber for nothing. It's not just a 

fashion choice, though. The limited color 
palette of the NES had more shades of blue 
than any other color. This led Capcom to 

give Mega Man his distinctive hue. 

These big boots are ideal 
for making precise jumps. 

(Just don’t step on any 
spikes.) They would also 
be great if Dr. Wily ever 

tried to take over the world 
through а series of soccer 
matches. But that would 
never happen, right...? 

Mega Man’s arms 

convert into the pow- 
erful Mega Buster. 
This handy weapon 

can charge up to fire a 
devastating blast, and 

it's capable of adapt- 

ing itself to utilize the 
weapon of a defeated 

Robot Master. 

MEGA MAN 7, SUPER NES, 1995 

NOTUST-BLUE 46 5%... рг" 
BOMBER 

Even though Mega Man is Hornet 
known for his iconic blue Chaser 

attire, the color of his outfit 
changes whenever he equips 

anew weapon. In fact, one of Napalm 
the titles that was considered Bomb. 

for the original Mega Man was 
Rainbow Battle Kid. 

-Ring Rain Flush 
Boomerang 

Rebound Black Hole Thunder 
Striker Bomb Beam 

POWER UP 

ә 
THE MANY FACES 
OF MEGA MAN 
Over the years, Mega Man has been 
depicted by multiple artists. This has 

led to some wildly different interpre- 
tations of the character. It's enough 

to give someone an identity crisis! 

SS 

Мева Мап 
boxart (US) 

Mega Man 
box art (Europe) 

Captain М; 
The Game Master 
animated series 

Mega Man2 
box art (Europe) 

Mega Man3 
box art (US) 

Mega Man 
animated series 

Mega Man 10 
main illustration 

Atomic Fire 

Gemini 
Laser 

Wind 
Storm С 
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These Hot 
Wheels-sized 

racers from Sonic 
and Sega All-Stars 

Racing are cute 

and collectible. 

Adream collection 
for any Mega Man 

fan, this 11-figure 
set includes several 
iterations of the 
Blue Bomber, plus 

his pals and various 

enemies. 
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Beastly Frantic Foto. 

Captain America: 
Super Soldier 

Cartoon Network" 
Conduit 2 

de Blob: The Underground 

Driver San Francisca 
Enclave: Shadows 
of Twilight 

Epic Mickey 
Green Lantern: 
Rise of the Manhunters 
The Grinder 

Hard Grip: TBA TBA 
The Climbing Game 
The Legend of Zelda: Nintendo 20! 
Skyward Sword 

LEGO Star Wars Ill: LucasArts 2011 
The Clone Wars 
lost іп Shadow Hudson ІІІ 
Man vs. Wild Crave ЕЩ 

Mario Sports Mix Nintendo 2011 

NASCAR The Game 2011 — Activision 2/11 
NCIS Ubisoft 201 

Pyroblazer TBA TBA 
Rock of the Dead Conspiracy ТВА 

Sky Pirates of Neo Terra — Aspyr TBA 

SpongeBob SquarePants” THO TBA 

Stratusphere TBA TBA 

Super Mario All-Stars Nintendo 120 

Thor: The Video Game Sega 2011 

Top Spin 4 2K Sports 201 

TRON: Evolution— Disney 1210 
Battle Grids 

Worms: Battle Islands THQ тло 

WWE All Stars THO 201 
Yogi Bear: The Video Game DaPublisher 12/10 

Beastly Frantic Foto StormCity ШП 

Captain America: Sega 2011 
Super Soldier 
de Blob: The Underground THQ ШІ 

Disciples Il Strategy First ТВА 
Doodle Hex TBA TBA 

Dragon Quest VI: Square Enix ТВА 
Realms of Reverie 
Duke Nukem Trilogy: Deep Silver ТВА 
Chain Reaction 
Duke Nukem Trilogy: Deep Silver ТВА 
Critical Mass 

Storm City 
Sega 

Crave 
Sega 

THO 
Ubisoft 

TopWare 

Disney 

Warner Bros. 

TBA 

ШІ 

2011 

HOL 

21 

ШШ 

2011 

2010 

1/0 

0811 

ТВА 

Duke Nukem Trilogy: Deep Silver 
Proving Grounds 

Gabrielle's Natsume 
Ghostly Groove 

Ghost Trick: Capcom 
Phantom Detective 

Ghostwire: Link to TBA 
the Paranormal 
Green Lantern: Warner Bros, 
Rise of the Manhunters 

Kingdom Hearts Re:coded Square Enix 
LEGO Star Wars III: LucasArts 
The Clone Wars 

Monster Tale Majesco 

NCIS Ubisoft 

Capcom 

TBA Driver Renegade Ubisoft TBA 
Dynasty Warriors* Tecmo Кові ТВА 

0410 Etrian Odyssey* Atlus TBA 

Face Racers: Majesco TBA 
an Photo Finish 
т FIFA Soccer* Electronic Arts ТВА 

Final Fantasy* Square Enix ТВА 

0311 Frogger” Konami TBA 
Gundam* Namco Bandai TBA 

Ш Hollywood '61* Ubisoft TBA 

201 Kid Icarus: Uprising Nintendo ТВА 

Kingdom Hearts 09" Square Enix ТВА 
an Yorornpa* Hudson ТВА 
an Kung Fu Panda THO TBA 

Kaboom of Doom 
The Legend of Zelda: Nintendo TBA 
Ocarina of Time 30 
LEGO Warner Bros. ТВА 

Lion's Pride: Adventures Majesco TBA 
inthe Serengeti 
Lovely Lisa 30 Tomy TBA 

Madden NFL Football Electronic Arts TBA 

Mario Кап" Nintendo ТВА 
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Marvel Super Него Squad: THO TBA 
The Infinity Gauntlet 
Mega Man Legends 3 Capcom TBA 

Metal Gear Solid 3: Konami TBA 
Snake Eater 
My Garden Electronic Arts TBA 

Naruto Shippuden Action Тоту TBA 
Ninja Gaiden* Tecmo Кові ТВА 
Nintendogs + Cats Nintendo TBA 

ЫШ Pac-Man & Galaga* Namco Bandai ТВА 

Pirate Battle Orbital Media TBA Paper Mario* Nintendo ТВА 
Plants vs. Zombies PopCap Ш The Penguins of THO TBA 

Pokémon Black Version — Nintendo — SPRII Madagascar 
Pokémon White Version Nintendo | ӘРІ НИ но ss MMO ЕИ: 
Silly Bande 100 1210 Pro Evolution Soccer* Konami TBA 

Thor: The VideoGame Sega 201 ШЕ levels TBA 
TouchMaster Connect Warner Bros. HOL10 Puss N Boots THO ТВА 

TRON: Evolution Disney lait Resident Evil: Capcom TBA 

Worms: Battle Islands ТНО тло The Mercenaries 30. 
Yogi Bear: The VideoGame D3Publisher 12/10 Resident Evil Revelations Capcom TBA 

Ridge Racer* Namco Bandai ТВА 
Animal Crossing” Nintendo ТВА Saints Row: Drive-By THO TBA 

Asphalt T Gameloft ТВА Samurai Warriors 30" Tecmo Koel ТВА 
Assassin's Creed. Ubisoft ТВА Shin Megami Tensel® Atlus TBA 
Lost Legacy 

в Shin Megami Tensei: Atlus TBA 
Baseball Konami ТВА Devil Survivor* 

Batman Warner Bros. ТВА Shin Megami Tensei: Atlus TBA 
Battle of Giants: Ubisoft TBA Persona" 
Dinosaur Strike TheSims 3 Electronic Arts TBA 
BloodRayne: The Shroud Majesco ТВА Sonic* Sega TBA 
Bokujyoumonogatari 30" Marvelous ТВА SpongeBob SquarePants THO TBA 

Bomberman’ Hudson ТВА Star Fox 6430 Nintendo — ТВА 
A Boy and His Blob Majesco TBA Steel Diver Nintendo TBA 

Carnival Games* Take-Two ТЩ Super Monkey Ball Sega TBA 

Cartoon Network" Grave TBA Super Robor* Namco Bandai ТВА 
Chocobo Racing 30" — Square Enix ТВА Super Street Fighter!V Capcom ТВА 
Contra* Konami TBA 3D Etition* 

Crash-City GP Rocket TBA Tom Clancy's Ubisoft TBA 

cubi ninja A TBA nei — 
fom Clancy's Splinter івої 

(2007 кан M Gal: Chaos Theory 
Dead or Alive Dimensions TecmoKoei ТВА убо Bock TBA 

Deca Sports* Hudson TBA Шы жш 
WonderWorld Majesco TBA DJ Hero 3D Activision TBA Amusement Park 

Dragon Ball* Namco Bandai TBA 
Dragon Quest* SquareEnix ТВА 
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` Using only 3 girders and 1 warp pipe, can you create а safe path for the Mini 
Marios to march to the exit door? Draw girders in the gaps and a warp pipe in 
one of the two designated spaces. Once the Mini Marios start marching, they don't 
stop - so plan carefully. Watch out for the Capture Kong! 

You can use girders to bridge gaps - simply Warp pipes transport your 

connect a girder between two girder rivets. i Mini Marios to the other Warp 
You can even place them diagonally. Pipe on the level. 

SEE THE PUZZLE AND FIND THE SOLUTION AT MARIOVSDK.NINTENDO.COM 

2010 Nintendo. Nintendo properties are trademarks of Nintendo. 
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Get Thinkering! 
Guide the Mini Marios through a 
series of mind boggling puzzles 
using objects like girders, springs, 
pipes, and especially your sharp wit. 

NINTENDO G, 
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The creators of | ү spill the behind-the-scenes 
details of their sensational WiiWare adventure. 
IF YOU THINK about it, water is 

pretty awesome. We drink it, 

swim in it, cook with it, bathe 

init, and spray our friends 

with it. Without water, there 

would be no life on Earth. 

Nor would there be Fluidity, a 

deep and uniquely captivating 

WiiWare title that combines 

exploration, physics-based 

puzzles, storybook visuals, and 

an evolving ability set into an 

adventure unlike anything else 

out there. 

Instead of controlling a 

traditional video game hero 

or heroine, in Fluidity you 

control water itself, which you 

direct by tilting the Wii Remote 

controller. As you explore four 

vast chapters of a magical 

book to clean its pages of the 

evil Influence, you'll use your 

versatile puddle to operate 

machines, activate switches, 

carry floating objects, 

maneuver across tricky 

platforms, ride contraptions, 

and more. By completing tasks 

and obtaining new skills, you'll 

gain access to new parts of 
the game's world; the game is 

absolutely massive. Eventually 

you'll even learn to transform 

into ice and a cloud, each with 

their own abilities and uses 

(such as sticking to walls as an 

ice block or zapping foes with 

electricity as a cloud). 

With the power of water 

at your command, the 

possibilities of Fluidity are 

nearly limitless. To find out 

where those possibilities lead, 

we recently conversed with a 

representative from the devel- 

opment team at UK-based 

Curve Studios (who created 

Fluidity with the assistance 

of publisher Nintendo). Read 

onto learn more about the 

game, its origins, and what 

awaits players who dive into its 

depths. —cHRIS H. 

Where 

did the concept for Fluidity 

come from? 

The original concept 

was something that was kick- 

ing around Curve as early as 

2005. One of our programmers 

came up with the idea of bas- 

ing a game around interacting 

with multiple bodies of water 

and using temperature to 

change their state. His original 

idea was a point-and-click PC 

strategy game. When we saw 
the Wii Remote апа its intuitive 

motion-based input, we knew 

that marrying the concept 

with that input would result in 

something very special. 

What is compelling about 

the play mechanic of control- 

ling water? 

Water is universal; everybody 

knows what it is and how it 

behaves. Everyone has played 

in the bath as a child, pouring 

water from one cup to anoth- 

er. By matching the input 

from the Wii Remote to the 

level of the landscape we’ve 

replicated part of real life 

and tapped into everybody's 

pre-existing knowledge. It 

feels very natural because it is 

natural. Making water splash, 

pour, and flow exactly as it 

should is a very satisfying and 

tactile experience. 

The idea of a water-based 

action-puzzle game seems 



like а fairly natural idea. But таг- 

rying it to a nonlinear world with 

adventure elements comes across 

as much more ambitious. Why did 

you choose this type of structure, 

and what does it add to the game? 

In truth, that structure wasn’t in the 

game design at the beginning. Early 

versions had shorter, more linear 

levels, with the player starting at 

one point and ending up at another. 

The problem with these early levels 

The Fluidity team, composed of members of both Curve and Nintendo. Front row (L-R): 
Azusa Tajima (Nintendo), Graham Denney. Middle row (L-R): Jonathan Biddle, Paul 
Hodge, Tom Bolton, Davide Coppola, Alex May, Jaid Mindang. Back row (L-R): Michael 
Michael, Steve Pearce, Gaz Thomas, Martin Fermor, Masakazu Miyazaki (Nintendo), 
Russell Кеггіѕоп, Jonathan Stoller, Matt Bell, Ben Cooper. 

| 

was that they weren't very satisfy- 

ing: we had developed some very 

interesting interactions for the play- 

er to partake in, but we hadn't given 

the player enough choice with which 

to express themselves. Their goal 

was always to continue onwards. 

This also resulted in the levels not 

being interesting to replay. 

We consulted with Nintendo to 

discuss solutions to this problem, 

and one that came up was the 

[Below] Go for the high 
unlockable Playroom levels. 

idea of moving to a much larger 

nonlinear game environment. This 

type of structure would provide a 

constant flow of new and interest- 

ing choices for the player, allowing 

them to decide where they wanted 

to go and what they wanted to do 

next. We could also open up new 

areas of exploration as the game 

progressed and new abilities were 

awarded, keeping that element of 

choice open. 

Naturally, going from being a lin- 

ear, level-based game to an open- 

world game during development is 

a big change that required a lot of 

work, but Nintendo knew it would 

result їп а much better game and so 

supported us all of the way. 

Were there any other games 

that served as inspiration for 

Fluidity’s design? 

The most important 

games we looked 

to were the classic 

Nintendo games, 

predominantly Metroid 

and Super Mario 64. 

This was the first 

time we'd worked 

with Nintendo and 

we were very excited 

about it. We really 

wanted to make а 

DOWNLOAD 

very Nintendolike title, and so [we] 

referenced the very best of their 

first-party titles. 

We looked at Metroid mainly for 

its exploratory aspects—the way it 

gradually revealed the world to the 

player from only a small initial area 

and gradually opened itself up with 

a steady flow of interesting new 

abilities. Metroid always hinted at 

areas out of your reach, places you 

knew that you'd be able to access 

later in the game. We really tried 

to get across that same feeling 

of exploration and discovery in 

Fluidity. 

Super Mario 64 was instrumental 

in showing us how a nonlinear game 

should reward and motivate players. 

Fluidity is divided into discrete tasks, 

for which the player is awarded a 

Rainbow Drop. The Rainbow Drops 

are our currency in the game, and 

the more the player collects, the 

more the game opens up. 
You can see the influence of 

these two games quite strongly in 

the final version of Fluidity, and 

we feel it helps the game feel very 

Nintendolike. 

what are the developmental 

challenges of having water as the 

main character rather than some 

sort of being? 

This was the source of a lot of prob- 

lems for us. When you have a single 

character, you know that they can 

only be in one place at a time. You 

сап then set the camera accordingly, 

and use their position to enable 

buttons presses, trigger scripted 

sequences, and so on. 

Water, on the other hand, can be 

in many places at once! In Fluidity, 

you can place your water on two 
or more switches, pour only half of 

your water into an area and then 

move the other half in a totally 

different direction, or simply spread 

your water all over the screen! It 

took us alot of hard work to come up 

with systems to cope with this, but 

we feel we did a great job in the end. 
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How do you deal with some of the 

inherent frustration that might 

come from controlling something 

astemperamental as water? 

We spent a lot of time experiment- 

ing with the shape of the landscape 

to find the layouts that would 

best keep the water together. 

It took quite a while, but we did 

find a series of shapes that really 

helped the gameplay. However, 

it's impossible to get the water 

to stay together purely through 

layout unless the player is very 

experienced at the game, so we 

implemented the ability to pull the 

water together by holding down 

a button—we call it the "gather." 

This helped relieve any moment-to- 

moment frustration that beginners 

were having and also created some 

interesting gameplay mechanics. 

What has the collaborative pro- 

cess been like between Nintendo 

and Curve? 

It's been fantastic—and we're not 

just saying that! As mentioned pre- 

viously, it's been a long-held dream 

of ours to work with Nintendo, 

and we couldn't have asked for a 

better relationship. Nintendo gave 

us amazingly detailed feedback 

about all sorts of issues, and sup- 

ported us when we wanted to make 

drastic changes, because they 

knew that it would result in a better 

game-that's been the focus every 

step of the way. We really wanted to 

impress Nintendo, so everybody on 

the team really put their all into it, 

and that's definitely tangible when 

you play the game. 

What was your philosophy for 

puzzles in the game? 

One of the main things we were 

interested in getting into our puzzle 

design is variety. With all of the 

mechanics open to us, we knew that 

30 NINTENDO POWER 

we could offer some very different 

puzzles just by tweaking certain 

elements. Some involve having to 

think quickly, some rely on dexter- 

ity, and there are a number of 

navigational-based puzzles. 

The aspect most common to the 

puzzles was the use of the three 

water states. Since each state 
has different abilities and special 

powers, many actions can only 

beundertaken in one state. A key 

aspect of our puzzles is in figuring 

out which of the states is needed to 

accomplish a task. We've also been 

slightly evil in some areas: you'll 

get to what you think is the end of 

a puzzle, but we've snuck a little 

surprise in to confound you. 

Is there any reason you chose for 

the game to be set in the pages 

ofabook? 

Originally, we envisioned the game 

to have a style similar to a safety 

information card that you might 

find on an airplane. This clean, 

simple diagrammatic style was 

something that really intrigued us. 

Over time it softened somewhat, 

and it naturally seemed to morph 

into a picture-book format. We 

quickly realized that it would pro- 

vide the excuse we were looking for 

to visually break the game into bite- 

size rooms, which are the individual 

panels on the pages of the book. 

We've played the game for a 

couple of hours and feel like 

we've barely scratched the 

surface. How expansive is it, and 

how many Rainbow Drops are 

there to collect? 

The game is split into large four 

chapters, each containing lots ої 

different tasks. There's over 80 

rainbow drops in total-some are 

[awarded] for solving puzzles, 

some require insane feats of skill 

to get to, and some are hidden 

away to reward players who like 

to explore. We wanted to make 

sure that there are always plenty 

of things to do, and that you're not 

just limited to one option, so some- 

times it's fun just to wander round 

and see what you can find. You 

don't have to collect every Rainbow 

Drop to complete the game, but 

there's plenty of incentive to keep 

playing and find some of the things 

you might have missed. 

For gamers who want to experi- 

ence everything Fluidity has to 

offer, what kind of side quests 

and optional tasks are there? 

In addition to the 80 Rainbow 

Drops, there are also puzzle pieces 

hidden around the pages. These 

unlock the game's four Playrooms, 

which are horribly addictive skill- 

based challenge games that you'll 

want to go back to and improve 

your score on. Plus, there are a few 

secret little minigames hidden in 

the levels, but we'll leave them for 

you to find. 

What was your general approach 

to the “boss” areas? 

The boss areas gave us a chance to 

change the focus of the gameplay. 

Instead of solving tricky puzzles, we 

ask the player to clear an area of 

The Influence, or in other words, to 

be more aggressive. Having such a 

definite task to perform is a really 

enjoyable change of pace and hunt- 

ing down every enemy in the zone 

proves a satisfying punctuation 

to the chapter. You really feel like 

you're cleansing the book of The 

Influence. We've also structured 

these boss rooms to push the 

player's knowledge of the new abili- 

ties that have been introduced in 

the chapter, so you're really going 

to be tested in some areas! 

What are the benefits of return- 

ingto previous chapters even 

after you've beaten the “boss”? 

As we said before, Metroid was a 

great influence for us. When we 

switched to an open-world style, 

we wanted to incorporate a touch 

of that flavor to Fluidity. So, by pro- 

gressing through the game you'll 

continue to amass a range of abili- 

ties, and returning to previously 

completed chapters will give you 

opportunities to use those new abil- 

ities to reach areas and Rainbow 

Drops that were inaccessible the 

first time through. The only way to 

get the full 80 is by using the full 

range of abilities through all of the 

areas, so there's a great amount to 
do for the completists out there. 

Is there anything else you'd like 

to say about Fluidity? 

We're really happy that we were 

able develop this game for Wii, 

which is a completely natural 

fit for Fluidity in terms of input 

mechanisms and overall style. 

Nintendo has encouraged us every 

step of the way, allowing us room to 

pursue our own ideas while provid- 

ing invaluable feedback, without 

which Fluidity wouldn't be the same 

game. We're immensely proud of 

Fluidity, and we really hope that 

everyone has as much fun playing it 

as we did making it. 
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The graphics may show their age, but that doesn't c 
that Descent is one of the most acclaimed fir: 

Underground Reviv 
You've got more than 360 degrees of firepower af your command in 

the WiiWare return of Descent. 

IN THE 19905, a lot of first-person 

shooters were trying to make their 

mark on PC. Some succeeded; others 

didn’t. But one that stood out from 

the crowd was Descent-an FPS that 

put you in the cockpit of a ship that 

provided 360 degrees of movement 

in whatever direction you desired. 

Now-more than 15 years after the 

release of the original-you'll have 

achance to experience Descent all 

over again when the game makes 

its way to WiiWare. 

a NINTENDO POWER 

Descent doesn't offer much in 

the way of a story. You play asa 

mercenary hired by an intergalactic 

mining corporation to destroy a 

bunch of out-of-control robots 

infected by a computer virus. But 

that doesn't really matter-it's just 

an excuse to fly into the mines 

beneath each planet's surface and 

blow up everything that moves with 

an arsenal of 20-some weapons 
(including lasers, spread guns, and 

concussion missiles). Of course, the 

game isn't just about shooting; there 

are keycards to find and hostages to 

rescue, and there's plenty to explore 

in the labyrinthine 

levels. There are 

more than 65 stages 

in all, taken not only 

from the original 

game but also from 

several of its expan- 

sion packs. 

Though Descent 

stays true to its 

roots-meaning 

that it retains its 

old-school visuals 

ge the fact 
erson shooters evel 

for the most part-the WiiWare 

version does feature some enhanced 

textures and several control options, 

including the ability to use the Wii 

Remote and Nunchuk controllers 

(either with or without the Wii 

MotionPlus accessory) and the 

Classic Controller. The developers 

are even considering getting the Wii 

Balance Board involved. The WiiWare 

release of Descent marks the first 

time the game will be available on 

a Nintendo platform, so if you'rea 

fan of vintage FPS action, you won't 

want to miss out. —cHRIS н. 

[Above] Is that pool of magma 
on the wall or on the floor? In 
Descent, it doesn't matter! 
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WiiWARE 

VIRTUAL CONSOLE 

Nintendo's partnership 

with movie-distribution 

service Netflix came to 

fruition in early 2010, but 

the downloadable Netflix 

channel became a reality 

only recently. The channel 

(which is available from 

the Wii Channels section 

of the Wii Shop Channel) 

is available for free, and it 

allows Netflix subscribers 

to stream movies and TV 

shows to the Wii console 

without having to use the 

previously required Wii disc. 

Netflix subscription plans 

start at $8.99 per month. 

Publisher Nicalis has just ин Т І (— €— 
given gamers one more , S Classic9 

reason to download the 

fantastic adventure game 

Cave Story for WiiWare. 

An updated version of the 

game, now available through 

the Wii Shop Channel, 

features improved audio 

(for both music and sound 

effects), menu transparen- 

cies, GameCube controller 

compatibility, a secret sound 

test, and several behind- 

the-scenes fixes. (On the 

other hand, the game's 

bonus modes now have to be 

unlocked by playing through 

Story mode.) If you already 

own Cave Story you can get 
the update for free, and 

newcomers can download 

the game for its original ask- 

ing price of 1,200 Wii Points. 
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WE’VE GOT SOME good news and some bad 

news. The bad news is that Sega has pushed 

back the release of Conduit 2—originally slated 

for this November—until February 2011. The 

good news is that the delay affords developer 

High Voltage Software extra time to really pol- 

ish this ambitious sequel, and judging by our 

most recent demo, the end result looks like it'll 

be worth the wait. (Plus, first-person shooter 



fans сап bide their time with the excellent Gold- 

enEye 007-5ее our review on page 84.) 

Conduit 2 opens with an impressive CG 

cinematic that brings players up to speed on the 

saga’s plot and helps set a more theatrical tone 

than the first installment. From there, the ac- 

tion picks up right after the original game's cliff- 

hanger ending, in which Secret Service agent 

Michael Ford pursued evil alien mastermind 

John Adams through a mysterious portal. Said 

portal drops our returning hero on a massive 

oil derrick in the middle of the Atlantic Ocean, 

where he’s greeted by a torrential downpour, 

heavily armed security forces, and one seriously 

ticked-off sea serpent. 

This stage already looked amazing when 

we first visited it a few months ago, and it’s 

improved noticeably since then. The rainfall 

covers everything with a convincing sheen, 

all of the textures hold up remarkably well no 

matter how close you get, and the sea serpent 

occasionally pops up to wreak havoc and 

provide a destructive spectacle. Amidst all this 

visual pizzazz is some pretty engaging gunplay. 

As in the first game, you can customize every 

aspect of the controls to your liking, from but- 

ton assignments to turning sensitivity. You also 

have the option to play with the Wii Remote and 

Nunchuk controllers or the Classic Controller, 

and Conduit 2 even supports the Wii MotionPlus 

accessory for smoother scrolling. Better still, 

it addresses some of its predecessor’s biggest 

shortcomings. Enemy Al is significantly more 

sophisticated, the levels are less corridor-based, 

and environments are populated with all sorts 

of destructible elements and interactive cover. 

At one point, we saw an opposing soldier knock 

over a soda machine and duck behind it to 

avoid our fire. That kind of stuff goes a long way 

towards keeping the firefights interesting. 

So does the wider variety of settings. 

Whereas the original Conduit took place entirely 

in Washington DC, Conduit 2 has you trotting all 

around the globe—and even to mythical realms. 

After taking out the aforementioned sea serpent 

in the game's first boss battle (another new 

addition), players end up in Atlantis. The famed 

underwater city turns out to be an alien instal- 

[Right] The aliens have been redesigned since the 

make them look more menaci 

lation, and serves as a hub for the rest of your 

travels. (It’s also where Ford finds his burly new 

armor, which looks a bit like that of a certain 

space-faring chief.) 

From there our demo took us to a military 

base built into the snow-capped mountains of 

[Above] In multiplayer mode, you can cus- 

tomize every aspect of your appearance. 

Siberia, then to an ancient temple tucked away 

in a lush Chinese valley. The latter hosts опе 

of the sequel's many new enemy types-the 

Jade Warrior. These hulking figures appear 

to be harmless statues at first, but when you 

approach, they come to life and stalk you relent- 

lessly like a Terminator. Though slow and un- 

armed, they’re extremely difficult to bring down 

and they pack a mighty wallop. Fortunately, this 

stage also introduces a new weapon-the Arc 

Eclipse—that allows you to cloak for short peri- 

ods of time and avoid Jade Warrior detection. 

Conduit 2’s arsenal has definitely impressed us 

thus far, combining updates of favorites from 

the original game with a bevy of imaginative 

new offerings. One of our favorite additions 

lets you stop enemy bullets in midair, а Іа The 
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[Above] The All-Seeing Eye returns and comes into 
play more often than it did in riginal game. 

Matrix, before launching the ordnance back at 

your foes. Another gun actually fires miniature 

black holes, which proved especially amusing 

during the multiplayer portion of our demo. 

In addition to the single-player campaign, 

Conduit 2 will offer online play for up to 12 

participants, as well as a 4-player split-screen 

option. According to High Voltage, virtually all 

of the multiplayer modes from the first game 

are back and joined by just as many new selec- 

tions. The maps will likewise be a mix of new 
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and old, with returning stages determined by 

fan vote. To lend the festivities a bit of extra 

depth, the sequel also introduces a currency 

system. Skillful play will earn you credits that 

you can use to purchase new weapons and 
characters, as well as special upgrades like 

the ability to heal teammates by shooting 

them. (Don’t try that in real life.) Hoping to 

make the online experience as frustration-free 

as possible, the developers are putting forth 

а concerted effort to identify and eliminate 

potential exploits, and they'll release patches 

for the game post-release as issues arise. 

There is one other bit ої bad news: we've 

got a black hole with your name on it come 

February. —STEVE Т. 

Wii PUBLISHER: SEGA 

! DEVELOPER: HIGH VOLTAGE SOFTWARE 

RELEASE: FEBRUARY 2011 
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[Left] In a game full of quirky characters, 
Detective Cabanela might be the quirkiest of all. 

The entrance to a near! 

deserted, dimly-lit park. 

‘After seeing this, maybe 
we don’t have any other 
choice but to believe, baby... 

GHOST TRIGK: 
PHANTOM DETECTIVE - қ 
SOMETHING MYSTERIOUS IS going 
on in the world of Ghost Trick: 

Phantom Detective, and Sissel is 

the only man who can get to the 

bottom of it. Unfortunately for 

him, he’s dead. And he’s lost his 

memory. And he has only until 

morning before he fades away into 

nothingness. 

On the bright side, being dead 

does have its benefits. As a spirit, 

Sissel can possess inanimate ob- 

jects-umbrellas, spotlights, fans, 

bicycles, car doors, TV remotes, 

nightsticks, books, wads of paper, 

and much more-and use them to 

move around and to perform ac- 

tions (opening a wastebasket lid, 

for example). He can even travel 

to distant locations by possessing 

atelephone. More importantly, 

if he finds someone who's 

recently died, Sissel сап 

warp through time to 

four minutes before 

that person’s death, 

then manipulate the 

objects at hand to 

change the fate of the 

would-be victim. 

M NINTENDO POWER 

Furthermore, being deceased 

allows Sissel to hook up with 

Lynne, a charming police detec- 

tive who's got problems of her 

own. Sissel’s and Lynne’s fates 

are intertwined; he'll have to 

save Lynne from an untimely 

demise on several occasions as 

he tries to learn about the events 

that led up to his own death. 

And Lynne is far from the only 

character you'll cross paths with. 

The game is full of eccentric 

personalities, from a nearsighted 

gunman to a disco-dancing detec- 

tive to а junkyard supervisor who 

wears a pigeon on his head. 

As Sissel’s quest for the truth 

unfolds, he'll visit a variety of 

environments and have numerous 

opportunities to save the inno- 

cent. Even when you're not trying 

to prevent someone's impending 

doom, you'll be able to use ^ghost 

trick" powers to listen in on con- 

versations and cause characters 

to take action on your behalf. with 

unique point-and-click gameplay, 

astonishing animation, and 

agripping story from the 

creator of the Ace Attorney 

series, Ghost Trick has all the 

makings of a classic. 

—CHRIS н. 

PUBLISHER: С 
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[Left] Chomp starts off small and cute, 
but he becomes large and a little scary as 
he levels up. 

MONSTER TALE 
A monster of a friend 
For those of you who haven't been following our coverage of Monster Tale—the latest 

game from the folks who developed Henry Hatsworth in the Puzzling Adventure—here's 

a refresher. In this action-exploration game, a young girl named Ellie wakes up in a 

strange land where she encounters baddies as well as a friendly monster hatchling 

she names Chomp. Ellie's little buddy can attack enemies (which is helpful when fac- 

ing foes that are outside the range of Ellie's blaster) and hit certain switches to open 

new pathways. Being out in the open leaves Chomp vulnerable to attackers, however; 

fortunately, you can send him to the Pet Sanctuary (the Nintendo DS handheld's bottom 

screen) to heal up. There he can also interact with items such as cookies (to gain experi- 

ence) and catapults (with which he can bombard adversaries оп the top screen). This is 

just a taste of what Monster Tale has to offer, of course; we'll have a more in-depth look 

at this exciting title next issue. — JUSTIN с. 
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DEVELOPER: DREAMRIFT 

RELEASE DATE: MARCH 2011 
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ONE OF THE most visually distinctive games 

we've seen, Lost in Shadow is a title we've been 

excited about for a long time now. After a couple 

of delays, the game is nearly ready for prime 

time—as evidenced by a fairly complete-seeming 

version we got our hands on. Sure, we had 

played parts of the game before, but this was 
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the first time we'd gotten to experience Lost in 

Shadow from the very beginning, wherein a boy 

is being held captive at the top of an enormous 

tower. A masked man clad in a black cloak uses 

his sword to separate the shadow from the boy, 

and then flings the shadow off the tower to 

the ground below. The fairylike Spangle wakes 

LOST INSHADOW 
up the boy’s shadow, and the two set off ona 

quest to scale the tower in order to reunite the 

shadow with his body. 

As you are controlling the boy’s shadow, you 

can interact only with other shadows on a 2D 

plane. This means that the shadow of, say, a 

wall becomes a floor on which the protagonist 

can walk, and gaps in the wall become chasms 

to leap across. While advancing up the tower, 

you can collect Memories (little clouds that 

give you hints and increase your health bar) 

and Monitor Eyes (eyeball-shaped objects with 

red irises). You can’t proceed without finding 

all three Monitor Eyes and opening the Shadow 

Wall at the end of each stage, so you have to 

search high and low, often solving puzzles in the 

process. Most puzzles are centered on using the 

Spangle to interact with physical devices; you 

can rotate structures to create platforms, for 

example. Or you can manipulate a light source, 

[Above] You can use the Spangle to rotate these 
devices in order to create platforms. [Below] Some 

of the baddies are frighteningly big. 
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changing the angle of the shadows so you сап 

jump to a previously unreachable platform. 

Speaking of shifting angles, you have to do 

just that to get through some of the Shadow 

Corridors (side areas that feel more dreamlike 

than the rest of the game, thanks to the brighter 

lighting and a wavy effect on the edge of the 

screen) that are sprinkled throughout the tower. 

In these Shadow Corridors, you rotate the envi- 

ronment around you by tapping left or right on 

the Control Pad to reach the exit. (Other Shadow 

Corridors have you flipping switches or avoiding 

jets of flame.) Successfully get to the end, and 

you are rewarded with purple orbs that are used 

to level up the main character. (In addition to 

accruing purple orbs from Shadow Corridors, 

you can acquire them from defeated enemies.) 

Leveling up becomes important as you progress: 

the tower is crawling with shadowy spiderlike 

creatures and other beasties. Fighting these 

monsters is fairly straightforward once you 

have a weapon (such as the rusty sword you 

grab as you enter the Lower Tower area); you 

just tap B to swing your blade. The combat itself 

can be challenging early on—particularly when 

[Above] We wish 
we got health 
and experience 
from slaying spi- 
ders in real life. 

fighting large arachnids—but you can deal more 

damage by leveling up. 

Some enemies cannot be defeated by 

traditional means, however; your weapons are 

no good against creatures with blue eyes. For 

them you must use the tower’s arsenal to your 

advantage. By hitting a switch with your sword, 

you can activate a device that shoots arrows, 

making short work of the azure-eyed enemies. 

As much as we desired to keep playing, we 

didn’t want to spoil the adventure for ourselves 

before Lost in Shadow’s January release. Based 

on what we've played so far, we think it'll be 

worth the wait. — JUSTIN с. 
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Reawakened. 
Reunited. 
Sora, Mickey, and friends return to the wonderful worlds of 
ДА in тан Hearts Re:coded for Nintendo DS. 

Bandit he message sent by 
fans around the world 
is clear; they want 
more Kingdom Hearts. 
Every chapter of the 
Disney-meets 5-Square 

Enix action- RPG series 
has been met with са 
са! асс!аїт апа r 

sales, and the previous i 

Miu IE | оп Ше Nintendo DS hand 
A] Attack 3 % —— з dom Hearts 358/2 Г >) 

the 2009 Nintendo Power A 
fans’-choice categories. Gamers just can’t seem to get enough of the ser es ог 
its Keyblade-wielding spiky-haired protagonists—and luckily for them, Square 
Enix is obliging. An enhanced version of a game that was or iginally rele ed for 
Jap anese mobile phones, Kingdom Hearts Re:coded is headed to DS, and it's 
poised to satiate fans with traditional Kingdom Hearts action and familiar envi- 
ronments augmented by an all-new story ‘anda | wealth of fresh play mechanics. 

BY CHRIS HOFFMAN PUBLISHER: SQUARE ENIX DEVELOPER:; SQUARE ENIX/h.a.n.d. RELEASE: JANUARY 2011 ІШ 
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A HEARTFELT RETURN 
Set after the events of Kingdom 

Hearts and Kingdom Hearts II (and 

by extension, all the other games 

in the series), Kingdom Hearts 

Re:coded brings the focus back to 

the series's main cast: Sora, King 

Mickey, Donald, Goofy, and Riku. 

Unlike in Kingdom Hearts 358/2 

Days, there's almost no mention 

of the shadowy Organization XIII, 

and the game progression is story- 

driven rather than mission-based. 

But that's not to say that Re:coded 

doesn't have its share of cloaked 

beings and mysterious happenings. 

The tale begins when Jiminy 

Cricket-who accompanied Sora 

and friends on their journeys and 

chronicled their adventures— 

discovers a strange message 

written in his journal. The words in 

the journal were erased during the 

mind-altering events of Kingdom 

Hearts: Chain of Memories for 

Game Boy Advance, but Jiminy 

now finds one line he's never seen 

before: "Their hurting will be 

mended when you return to end 

it." With no idea of who wrote the 
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COMMENDS A 
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message or what it means, Jiminy 

turns to King Mickey for help. And 

luckily, Mickey has a solution: 

hecan convert the journal into. 

computerized data, which should 

enable him to view and interact 

with its information. Admittedly, 

it doesn't make a lot of sense, but 

since when does anything need to 

follow normal rules of logic in the 

world of Kingdom Hearts? 

Unfortunately, viewing the 

digitized journal doesn't go as 

planned; red-and-black blocks— 

data bugs—clutter the screen, 

preventing Mickey and Jiminy from 

getting the information they seek. 

The solution? They enlist the aid of 

a digital facsimile 

of Sora, who they 

program to look, 

fight, and act just 

like the real thing. 

“Data Sora is 

composed of Sora's 

data from the first 

Kingdom Hearts, 

and exists only 

within the realm of 

the Jiminy Memo 

data,” explains Kingdom 

Hearts series producer 

Tetsuya Nomura. “He does 

not have any emotions, but 

his personality traits and 

tendencies are all identical 

to those of the original Sora.” 

As the data version of Sora, it’s 

up to you to explore the game's 

digitally re-created worlds and 

find the hidden info that can reveal 

the meaning behind the journal's 

strange message. 

CODE OF A HERO 
Though he's not the real deal, the 

data version of Sora is just as skilled 

as the original Sora. You attack with 

the Keyblade (or, at least, a digital 

duplicate of it) by pressing the A 

Button, jump by pressing B, execute 

defensive maneuvers (such as block- 

INFORMATION 
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ing and dodging) by pressing Y, and 

manipulate the camera by sliding 

the stylus along the touch screen or 

holding R and directing the camera 

via the Control Pad. 

Most of the controls will be 

familiar to anyone who's played 

358/2 Days, but the item and magic 

Systems have been streamlined 

into a single category known as 

Deck Commands (which is based 

оп a combat system from Kingdom 

Hearts: Birth by Sleep for PSP). 

Instead of having to fumble through 

multilayered menus, you can 

access your equipped Deck 



Commands-including elemental 

magic and numerous Keyblade 

skills—with a press of the X Button. 

Deck Commands level up as you use 

them, and you can even combine 

abilities into new, more-powerful 

commands. Best of all, there's no 

limit on how many times you can use 

magic and attack skills, 

although you do have to 

wait for the commands to 

recharge after each use. 

Data Sora has access to 

several other new tricks. 

As you bash enemies, 

a gauge fills up, which 

temporarily grants you 

new powers (such as 

increased elemental 

resistances, enhanced 

healing abilities, or auto- 

matic defensive moves). 

Once the gauge is full, 

you'll be able to pull off a 

powerful finishing move; 

there are several types 

to choose from, ranging 

from traditional attacks 

to timing-based button- 

pressing minigames to a 

first-person-shooting mode. 

Additionally, as a digitized being, 

Sora has a refreshingly unique 

leveling-up system. “Based on the 

panel system of Kingdom Hearts 

358/2 Days, the panel in Kingdom 

Hearts Re:coded is inspired by the 

data world, and resembles a circuit 

REAWAKENDED, REUNITED. RE:CODED 

Enter the Matrix 
In Kingdom Hearts Re:coded you'll use different types of matrices 
to power up the digital re-creation of Sora. Here’s how they work. 

The Stat Matrix isa 

circuit board that's 

used to increase Sora's 

capabilities. By installing 

chips into the board, you 

can raise Sora’s overall 

level, as well as his attack 

strength, defense, magic, 

luck, elemental resistance, and more. Lines of chips can be installed 

only next to an area that's designated as a CPU, but as you progress 

through the game, new CPUs and new sections of the matrix become 

active, enabling you to install more chips. If you install enough chips 

to create a connection between two CPUs, you'll double the power of 

the chips between them. Additionally, by installing chips in the right 

places you can unlock new abilities, earn extra slots for equipment 

and commands, and activate "cheats," such as altering the game's 

difficulty and increasing the drop rate for items. 

You use the Command 

Matrix to equip Sora 

with various techniques 

and items. You start the 

game with three Deck 

Command slots, into 

which you can install a 

variety of abilities, from 

Blizzard, Thunder, and Slow spells to attacks such as Quick Blitz, 

Sliding Dash, and Aerial Slam; plus items such as healing potions 

and elixirs. Two abilities or items can be assigned to a single Deck 

Command, and as you defeat enemies you'll be able to perma- 

nently convert them into a single, more-powerful command. (An 

Aerora wind spell combined with an Air Spiral somersault attack 

becomes a Wind Storm attack, for example.) When you convert 

abilities, you'll often receive upgrades such as a shortened delay 

between command uses, a bonus level boost, or a faster fill rate 

for the strength-boosting Clock Gauge. 

The Gear Matrix is pretty 

straightforward. It's here 

that you equip your 

Keyblade's keychain; 

you'll find several types 

throughout the game, each 

with different attributes 

and Clock Gauge powers. 

The Gear Matrix also lets you select your Keyblade's finishing move; 

options include Mega Flare (a massive explosion), Speed Combo 

(which requires you to quickly push directions on the Control Pad as 

they appear on the screen), and D-Blizzara (with which you encase 

yourself in ice and bowl over your enemies). You can equip defensive 

accessories as well, including ones that protect you from status 

ailments or increase your defenses when your health gets low. 
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The Keyblade takes its 
power from the wielder’s 

strength of heart. 

board. Players place chips on these 

boards to progress in their level- 

ing," Nomura notes. 

BLOCK BUSTER 
Sora's task is threefold: He must 

explore the datascape, eliminate 

the Heartless (the primary enemies 

іп the Kingdom Hearts series), and 

destroy any corrupt data he encoun- 

ters. Since the worlds you visit are all 

based on information extracted from 

Jiminy's records of previous adven- 

tures, you'll find yourself returning 

to familiar locales, such as Destiny 

Islands (the place Sora calls home), 

Traverse Town, Wonderland (from 

Alice in Wonderland), Agrabah (from 

Aladdin), and Olympus Coliseum 

(from Hercules). One of the coolest 
aspects of the series has always 

been how you're able to interact with 

a variety of characters from different 

stories, and that remains true in 

Re:coded. You'll cross paths not only 

with Disney heroes and villains such 

as Aladdin, Jasmine, Hercules, 

[Above] As you attack enemies, you'll build up a meter called the 
Clock Gauge. Once it's maxed out, you'll get to unleash a powerful 

finishing move. The one seen here requires timed button presses. 

Jafar, Hades, and Maleficent, but also 

faces from Final Fantasy, including 

Cloud and Cid (from Final Fantasy 

VII), Selphie (from FF VIII), and Tidus 

and Wakka (from FF X). 

The locations and characters wil 

ring a bell with longtime Kingdom 

Hearts fans, but the situations you 

encounter are full of all-new twists. 

Most noticeable is the data corrup- 

tion, which takes the form of blocks 

(called Blox in the game) that now 

litter the environments. 

“Тһе world in Kingdom Hearts 

Re:coded is a realization of Jiminy's 

journal in data form, and in it 

are...bug blocks," states Nomura. 

"Players need to combine blocks 

to create rare blocks and obtain 

items. There are also blocks that 

expand the range of action or lead 

to new areas-for example, those 

that enable players to jump very 

high, adding replay value 

for those who really want to 

dive into the game." 

Other block types include 

Well, here goes nothing... 

Ty at 

smashable red-and-black Blox, 

green Ghost Blox that function as 

disappearing platforms, Slider Blox 

that you can move along the ground, 

red Blast Blox that explode vio- 

lently shortly after you touch them, 

Magnet Blox that pull you toward 

them, and more. The blocks can be 

found throughout every world—on 

the ground and in the air—and 

their inclusion gives Re:coded a 

greater emphasis on platforming 

and dynamic puzzle-solving than 

other Kingdom Hearts titles. 



REAWAKENDED. REUNITED. RE:CODED 

Kingdom Connections 
Sure, the Kingdom Hearts games may look cute and innocent, but their stories are deceptively complex. 
Here's a brief look at how they fit together. 

й KINGDOM HEARTS 
7 In the original Kingdom Hearts game, Sora is separated from his friends 

A Kairi and Riku when the malevolent Heartless destroys his homeworld. 

% After obtaining a magical weapon called the Keyblade, Sora joins forces 

with Donald and Goofy, and the three embark on a quest to find their friends 

and save other worlds from the Heartless. Though the heroes are mostly 

successful, Sora is temporarily transformed into a Heartless, and at the end 

of the journey King Mickey and Riku seal themselves behind a door to stop 

the flow of darkness. 

sora < 
Sora is the hero of Kingdom Hearts. 

In Re:coded you play as a digital re- 

creation of Sora, while the real Sora 
is living peacefully. 

BASED ON MEMORIES H 

BREAKING THE CODE 
|%Ұ) 

KINGDOM HEARTS: CHAIN OF MEMORIES 
While continuing their quest to find their friends, 

Sora, Donald, and Goofy, along with their trav- 

eling companion Jiminy Cricket, are lured into 

Castle Oblivion by members of the mysterious 

Organization XIII. As the heroes explore the castle, 

many memories of the people and places they 

encountered during their previous adventure take 

physical form, but other memories are lost or 

replaced. After defeating the members of the 

organization and meeting a girl named Naminé, the 

heroes are placed into special sleep pods that will 

restore their memories. During these events, the 

records in Jiminy's journal are wiped as well. 

Blox aren't the only strange things 

you'll face in the datascape. A 

mysterious figure wearing a hooded 

cloak seems to be up to no good, 

and as you explore the various 

worlds, converse with nonplayable 

characters, and accomplish tasks, 

you'll discover other evidence of 

data corruption. In Wonderland, for 

instance, everybody has lost their 

memories and you must collect them 

to make things right. In Agrabah a 

data glitch allows Jafar to obtain 
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KINGDOM HEARTS 358/2 DAYS 
Taking place before, during, and after 

the events of Chain of Memories, 

358/2 Days focuses on the members of 

Organization XIII, particularly on Roxas, 

who came into existence when Sora 

became a Heartless. Despite the events 

that occurred at Castle Oblivion, not 
all members of Organization XIII are 

evil, as evidenced by the friendship 

that forms between Roxas and fellow 

organization members Axel and Xion, 

but that doesn't stop the tale from 

ending in tragedy. 
his own magic lamp, which permits 

him to create phantom clones of 

himself that pursue you through 

the city. Other situations are even 

more confounding—a missing bridge 

seii Hd quie un of b Refreshed and restored after 8 yearlong slumber in Castle Oblivion, 

Traverse Town has changed from ut Sora, Donald, and Goofy continue their quest to find King Mickey 

aithree:dimensional'Constructto à. n. and Riku. Their journey takes them to several new Disney-inspired 

worlds-including ones based on The Lion King, Tron, and Pirates of the 

Caribbean—where they face both the Heartless and Organization XIII. 

After a hard-fought battle, the heroes ultimately emerge victorious and 

are at last reunited with their lost comrades. 

y  MINGDOM HEARTS II 

KINGDOM HEARTS RE:CODED 
Having thwarted the forces of evil in their previous adventures, the 

heroes of Kingdom Hearts have earned some much-deserved peace 

and quiet. Or so it seems. A concerned Jiminy Cricket discovers a 

new message in his journal despite the fact that the book should be 

Ў predominantly blank after the events of Chain of Memories. In an 

effort to find where the message came from, King Mickey converts the 

journal into data form, and a computerized version of Sora embarks on 

a mission to explore and debug digitally re-created versions of several 

ofthe worlds that players got to visit in the original Kingdom Hearts and 

Kingdom Hearts: Chain of Memories. 
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flattened 2D plane and taken Louie 

(of DuckTales fame) with it. 

In many of these cases, the 

problems are caused by computer 

glitches, and the only way to deal 

with them is to hack into the data 

directly through a “backdoor.” A 

radarlike interface lets you know 

when you're near one of these 

invisible doorways, and when you 

find it you'll be able to smash open a 

portal to a digital realm known as a 

System Sector. 

"[System Sectors] show the 

flip side of each of the worlds," 

comments Nomura. "Their shapes 

and platforms shift each time players 

enter, and victory conditions vary 

as well, so it's an unpredictable area 

that's exciting to play every time." 

System Sectors have angular 
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landscapes, limited color schemes, 

and streams of digital information 

that flow through the air and across 

the floor—stark in comparison to the 

colorful, organic environments in 

most of the worlds. Inside the System 

Sectors you'll battle not 

only normal Heartless, but 

also a handful of powerful 

data-bug-infected Heartless 

[Above] Pete is 
always causing 
trouble. It’s time 

to teach the big 
| ! jerk a lesson! Fad 

(identified by the fact that they're 

partially invisible). When you've 

debugged a room of the System 

Sector (by beating the buggy baddies 

into oblivion), the room will shift 

from a menacing red to a soothing 

Let's sort these 
guys out and take 

back the Coliseum! 
кт, 

Uh-oh! Heartless! 
s 

INFORMATION 

blue, and once you've cleansed every 

room and floor, you'll be able to exit 

the sector and return to your quest. 

System Sectors also provide a great 

way to power up; as you fight foes, 

you'll earn Sector Points that you can 



і 
Firaga 

Friese al 

miror 
istrict for the triplets! 

redeem for rewards after you've 

conquered the sector. You can even 

earn extra Sector Points by wagering 

on if you can perform special chal- 

lenges, such as completing a floor 

without taking a certain number of 

hits, destroying a set number of Blox, 

or beating a floor without healing. 

COMMANDS 

Thunder Spear 

(irtak 1 

VARIETY 18 THE KEY 
Squashing bugs and repairing 

damaged System Sectors goes a 

long way toward uncovering the 

mysteries of Jiminy's journal, but 

the only way to truly eliminate the 

problems and recover the missing 

data isto find the keyhole in each 

KE 

[Above] Do not adjust your magazine—Sora is indeed running on the 

ceiling. This Space Harrier-style shooting is just one of several types of 

gameplay that you'll encounter...but it's not usually upside down. 

world. Once "data Sora" locates 

the keyhole, he'll blast it with the 

power of his Keyblade, which lets 

him venture inside and face the 

world's boss. 

Sometimes the boss fights are 

traditional encounters in which 

you simply defeat the boss by 

Twant some 
answers! 

REAWAKENDED. REUNITED. RE:CODED 

Then I looked away 
for one second, and 
he was gone, 

ӘСШЕЛІГІ 

any means necessary, but there's 

often a lot more to it than that. In 

Traverse Town the boss area takes 

the form of a 2D side-scrolling plat- 

former; you must climb (and smash) 

Blox, jump pits, collect special 

power-ups, and battle Heartless as 

the screen automatically scrolls to 

the right. In Wonderland the boss 

areais in the guise of a behind-the- 

back-perspective shooter à la the 

arcade classic Space Harrier. As 

you automatically run toward the 

screen, you'll use lock-on shooting 

to blast foes and Blox while leaping 

pits and dodging enemy fire; eventu- 

ally you'll even have to do it while 
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3D Is Key 
Kingdom Hearts series producer Tetsuya 
Nomura answers our questions about 
the highly anticipated Kingdom Hearts 
3D for the Nintendo 3DS handheld. 

NINTENDO POWER We understand that Re:coded has 

asecret ending exclusive to the DS version of 

the game. Does that movie contain any hints 

regarding the direction of Kingdom Hearts 3D? 

TETSUYANOMURA: There is a hint regarding Kingdom 

Hearts 3D in the secret movie. Players will find 

out once they see for themselves, but the movie 

includes some shocking statements and dialogue 

that pertains to Kingdom Hearts 3D, so it’s defi- 

nitely worth watching! 

Where does Kingdom Hearts 3D fall in the 

series timeline? 

Kingdom Hearts 3D takes place after Kingdom 

Hearts Re:coded, making it the latest development 

in the Kingdom Hearts timeline. 

Will any new Disney worlds be making their 

first Kingdom Hearts appearance in Kingdom 

Hearts 3D? How about any new Disney or 

Square Enix characters? 

We're still deciding which worlds to include, but 

there may be a major overhaul in terms of the 

selection of Disney worlds. 

One of the most intriguing parts of the E3 

trailer was when the sky starts raining Soras. 

Can you give us some hint as to what that 

represents? 

| can’t go into detail on exactly what it represents, 

but it's basically a nod to the fact that something 

impossible may unfold, since it's not realistically 

possible for it to actually "rain Soras." The visual 

concept of falling is also an element I like to incor- 

porate in the game. 

Which development team is working on 

Kingdom Hearts 3D? 

The development team that worked on Kingdom 

Hearts: Birth by Sleep. 

Should fans of the series look at this as 

“Kingdom Hearts ПІ?" 

Kingdom Hearts III and Kingdom Hearts 3D are пої 

the same. However, it is a brand-new adventure 

starring Sora and Riku. The story is on par with 
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that of a numbered title, and I'm sure the ending 

will shock fans. 

Many of our readers are devoted Kingdom 

Hearts fans. (In fact, 358/2 Days won the read- 

ers' vote for Game of the Year in 2009.) Would 

you share with them some new tidbit regarding 

Kingdom Hearts 3D that you haven't mentioned 

anywhere else? 

There have been installments in which players 

returned to Disney worlds introduced in previous 

Kingdom Hearts titles, however, the catalog of 

Disney worlds will be almost completely renewed 

with Kingdom Hearts 3D. 1 do have some ideas in 

mind already, but please keep an eye out as we 

reveal which new worlds and characters will be 

making an appearance! 

running on the wall or on the ceiling. 

“The intent was always to offer 

an action-packed experience 

with intuitive controls," Nomura 

remarks. “Instead of having players 

repeat the same actions over and 

over, we decided to incorporate 

a variety of styles, as we felt this 

would keep everyone better moti- 

vated and entertained. Because this 

game takes place in а ‘data world,’ 

anything can happen. With all that’s 

going on, | don’t think players will 

ever get tired of the gameplay.” 

The action takes a radical turn in 

Olympus Coliseum, too. Almost the 

entire world is set within the key- 

hole, where the traditional action is 

replaced with that of a turn-based 

role-playing game. After you 

encounter an enemy you're pulled 

into a battle scene, in which Sora 

(who's eventually joined by Cloud 

and Hercules) and the enemies 

alternate delivering attacks. A 

well-timed press of the A Button 

will cause you to land extra hits, 

and atap of the Y Button will let you 

block or avoid enemy strikes. (The 

skill-based battles are reminiscent 

of Mario’s RPG escapades.) To add 

to the depth of the battles, you 

can combine your Deck Commands 

into new attacks, plus you can 

acquire special power-ups to give 

you an edge, such as boosting your 

HERCULES 

The son of Zeus wants to end the chaos 
in Olympus Coliseum, but he can’t do it 

alone, so he teams up with Sora. 

ы 2 
A 



strength, enhancing your defense, 

or regenerating your health. 

Furthermore, the strength of the 

enemies is tied to how many Blox 

are nearby, adding more strategy to 

the proceedings. 

Upon defeating each boss you'll 

purge the world of data bugs and 

Blox, but that doesn't mean you're 

done with that area. If you wish, you 

can return to conquered worlds to 

partake in optional 

side quests, find new 

System Sectors, chal- 

lenge the boss again 

(to achieve a new 
high score), or replay 

the entire world. 

QUESTIONS OF THE 
HEART 
Each victory brings 

Sora one step closer to uncovering 
the secrets hidden within Jiminy's 

journal, but in true Kingdom 

Hearts fashion, the situation 

gets increasingly complex as the 

adventure unfolds. New messages 

mysteriously appear in the pages 

of the journal, the enigmatic 

cloaked figure repeatedly appears 

to goad Sora (or is he guiding 

him?), and the lines between the 

real world and the digital world 

begin to blur. Eventually the fate 

of not only Sora, but also King 

Mickey, Donald, Goofy, Jiminy, 

and others-perhaps even the 

fate of the whole Kingdom Hearts 

universe—will be in your hands. 

The only way to solve the 

myriad riddles, of course, is to 

play through Re:coded and put 

an end to the latest diabolical 

threat. Fortunately for the legions 

of Kingdom Hearts fans, that 

task appears to be well worth 

undertaking. 

Saldi: 

[Above] Oh, just saving 
the world once or twice. 
Thanks for asking, Selphie. 

“There aren't too many other 

handheld games out there that 

are as action-packed as Kingdom 

Hearts Re:coded,” affirms Nomura. 

“The action in the game is very 

23 

COMMANDS 

[Above] The turn-based RPG-style battles in Olympus Coliseum are 

pretty cool. The fast-paced, timing-oriented combat is so fun that it 
could have easily been the basis for an entire game. 

REAWAKENDED. REUNITED. RE:CODED 

Sora, where have 
you been! ? 

rich, with a system that enables 

players to perform a variety of 

attacks through simple, intuitive 

controls, and an unprecedented 

variety of battle styles, including 

side-scrolling, shooting, and 

Classic RPG.... There is a lot to 

look forward to in Kingdom Hearts 

Re:coded." 
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MAGIC 
Celebrate the Super Mario Bros. 
franchise's 25th anniversary in style 

with a look at the greatest moments of 
the Wii edition of Super Mario All-Stars. 

MARIUS 
MOMENT 

ini | вени тиеовом | PHIL THEOBOLD ISHER: NINTENDO ви ШЕЛ ШЙ DECEMBER 2010 Ш 
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арру Anniversary, Mario! Well, it's not the 
anniversary of Mario himself, but of the game that 
defined the character and made him a household 
name: Super Mario Bros. It's been 25 years 
since we were first introduced to the Mushroom 
Kingdom and all of its wonderful inhabitants. 
The first three Super Mario Bros. titles played 

a huge role in the popularity of the NES during 
the '80s and into the '90s. The games were all 
best-sellers, and Mario and company ended up 
on all sorts of merchandise ranging from toys to 

Clothes to garbage cans to bed sheets. Super Mario Bros. was everywhere! 
In 1993 Nintendo decided to pay tribute to Super Mario Bros. with 

the release of Super Mario All-Stars for the then-current console, the 

Super NES. The game cartridge contained updated versions of the three 
Super Mario Bros. NES titles as well as a game that US players had yet to 
experience—Super Mario Bros.: The Lost Levels, which was the original 
Japanese sequel to the first Super Mario Bros. These four enhanced 
games not only contained updated, 16-bit-caliber graphics and sound, but 
also featured multiple little tweaks to improve gameplay. Seventeen years 
later, Nintendo is celebrating the Super Mario Bros. silver anniversary with 
a special Wii release of Super Mario All-Stars. 

Like the SNES Super Mario All-Stars, the version for the Wii console is a 
souped-up offering; although the original NES versions of all four of the 
game's included titles are available on Virtual Console, devoted fans will 
find plenty of new delights here. In addition to the All-Stars game disc, this 
limited-edition collector’s package contains an art booklet that details the 
history of the Super Mario Bros. series, as well as an exclusive soundtrack 
CD that features classic music from the original Super Mario Bros. game all 
the way up to Super Mario Galaxy 2. 

To help prepare you for the grand return of Super Mario All-Stars, 
we've picked the most magical moments from each game in the collec- 
tion (or in the case of The Lost Levels, the most maddening moments). 
You'll soon be able to experience those moments all over again when the 
game hits Wii in December. 

The Collection contains the Super Mario All-Stars Wii game disc, a 20-track CD fea- 
turing classic Mario music and sound effects, and a 32-page book containing never- 
before-seen original art and interviews with the series creators. All for just $29.99! 

Super Mario Super Mario Super Mario 

All-Stars History CD History book 
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ТНЕНУЕ MAGIC MOMENTS OF 

Super Mario Bros. 
Being the first entry in the Super Mario series, just about everything in this game 

could count as a magic moment. Nonetheless, here are our favorites. 

THANK YOU, MARIO! 
As we all know, the goal in Super Mario Bros. is to rescue Princess Peach from 

the clutches of Bowser. So why are we already confronting the Koopa King at 

the end of World 1-4? Don’t we have a couple 

dozen more levels to go before the end of 

the game? Alas, we learn that this Bowser 

is a fake, a mere decoy meant to distract us. 

But that doesn’t make defeating him any 

less fun. Besides, defeating the fake Bowser 

allows you to rescue one of Peach's loyal 

Mushroom Retainers. Upon being freed, 

each Retainer shows his appreciation with 

the immortal words, “Thank you Mario! But 

our princess is in another castle!” 

ПЕН (ECS БЕРИ (SRE ESE FE 

THANK YOU MARIO? 

BUT OUR PRINCESS I5 IN 
ANOTHER CASTLE? 

WELCOME TO 
WARP ZONE! 
While exploring World 1-2, it’s inevitable 

that you'll stumble across the fact that 

the ceiling blocks can be broken. With 

that knowledge, it doesn’t take much for 

acrafty player to learn that he can get on 

top of the ceiling and run across the top of 

INFINITE 
LIVES 

Here’s a moment that only the 

most skilled Mario masters 

can pull off. At the very end 

of World 3-1 there is a pair 

of Koopa Troopas marching 

the screen. This leads to one of the coolest 

secrets in Super Mario Bros.: by running 

across the ceiling past the underground’s 

exit, you discover the hidden Warp Zone. This secret room not 

only allows you to skip levels, but it also encourages players to 

down the staircase that leads to the flag. Let the first one pass by and prepare to stomp 

his buddy. If you have pixel-perfect jumping skills, your jump will knock the Koopa Troopa 

into his shell and send it bouncing off of the stairs. As the shell rebounds, however, Mario 

will fall back down and automatically stomp the shell again, starting a cycle of stomping 

and rebounding. For the first few stomps, you'll just earn points, but soon each stomp 

continue exploring every inch of the game. will net you a 1-Up. Just don't get greedy, or there will be dire consequences. 

GRAB THE 
FLAG 

Has there ever been a 

cooler way to complete a 

level? There's something extremely satisfying about climbing 

tothe top of a staircase and leaping onto a flagpole. Touching 

the very top of the pole to get the 5,000-point bonus always 

makes us feel like winners. But what could make a perfect flag 

grab even better? Fireworks! Hit the flag when the last digit 

of the game's timer is 1, 3, or 6 to end the level in style. On the 

other hand, all it takes is a mistimed jump to make us slip off 

the stairs and be forced to accept the lesser bonuses, which 

are usually just a couple hundred points. Lame! 

A OF PIPES AND Бе 
Remember the first time you played Super Mario 

Bros. and realized that you could press down 

while standing on certain pipes to enter anew 

room? Or the first time you jumped up and acci- 

dentally hit an Invisible Block to reveal a 1-Up 

Mushroom? What about the first time you went to smash a block that turned out to be 

full of coins? How about your maiden voyage up into the clouds via a recently uncovered 

vine? Yeah, Super Mario Bros. changed the way we played games. Instead of simply 

making our way to the end or trying for the high score, we dedicated our play time to 

tracking down all of the mysterious goodies that were tucked away in the Mushroom 

Kingdom. Each new discovery was a magic moment in itself. 
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THE FIVE MAGIC MOMENTS OF 

Super Mario Bros. 2 
Super Mario Bros. 2 is a very different game from its predecessor. It offers a lot 

more to explore, and tons more magic moments to experience. 

THE GRAND : AFABULDUS 
FINALE m ро FOURSOME 
Perhaps the most magic moment PLAYER In the original Super Mario Bros., Player 

in SMB2 comes from the entire 1 was always stuck playing as Mario, and 

ending sequence. With Bowser Player 2 was forced to be Luigi. Super 

absent from this adventure, Mario Mario Bros. 2 changed all that. Not only 

and company confront the villain- © tee AS could players choose to play as either of 

ous frog Wart at the climax. In an the brothers, but also as Princess Peach 

exciting battle, you have to grab EXTRA LIFE... or Toad. Far from being a mere cosmetic 

vegetables that shoot out of a large machine and change, each of the four characters con- 

shove them down Wart's gaping maw. Once Wart trols differently, greatly changing the 

is defeated, we learn the game's shocking secret. strategy for each level. Mario, not surprisingly, is the most well-rounded character. Luigi is a bit 

Spoiler alert: It was all a dream! It may be a clichéd slow when pulling vegetables from the ground, but he can jump extremely high. Peach makes up 

twist, but with the impressive visual of Mario sleep- for her lack of strength with her ability to float through the air. Toad is not a strong jumper, but he's 

ing, the slow cast roll, and the beautiful, dreamlike extremely strong and fast. 

music, we were hardly disappointed. 

Birdo is an enemy you'll encounter multiple times throughout 

Super Mario Bros. 2. The standard way to defeat it is to jump on top of 

sodes. f the eggs that it spits at you, then grab and hurl the projectiles at the 

unsuspecting enemy. In World 4-3, however, you're forced to curtail 

your boss-fighting instincts. As the stage begins, you find yourself 

trapped with Birdo on a small patch of land that's situated between a large wall and a body of water. 

Sure, you can take Birdo out, but then what? In this case, you're not meant to actually defeat the 

enemy-you're supposed to hop on one of its eggs and ride it across the vast watery expanse to the 

next section of the level. Tricks like this help Super Mario Bros. 2 stand out from the crowd. 

ENEMY TOSSING 
A lot of rules were changed in Super Mario Bros. 2. Take, 

for instance, the simple act of stomping an enemy. In the 

original game, this was Mario’s primary method of dispatching foes. 

Imagine everyone's surprise when attempting that maneuver in this 

sequel. Instead of crushing the enemy beneath Mario's feet—nothing! enemies, you make your 

Mario just stands on the bad guy's head. Heck, you can even ride way to the prize that's 

around on foes. This time hidden within the chamber. It's a key that you need to open a faraway door. As soon 

around, Mario has to pick up 1 as you pick up the prize, you hear a noise. Suddenly a mask on the wall—you had 

items and toss them at ene- assumed it was merely decorative—begins to shudder. It speeds toward you, its 

mies to knock them out. There wicked grin and black, soulless eyes suggesting foul intent. The first time it happens 

are plenty of lethal vegetables your instinct is to fight, but that doesn't work. Your only option is to run. It doesn't 

that you can lob as weapons, matter, though. No matter where you go, this mask—a Phanto—will follow. It bolts 

but it's way more satisfying to through the air, it passes through doors, it moves effortlessly through walls. It will 

pick up the enemies and throw not stop until you relinquish the key or you perish. Before we faced Phanto, we had 

them at each other. no idea that a Mario game could be terrifying. 

RUN FOR 
YOUR LIFE! 
You enter a small room. 

Dodging a few minor 

HOLIDAY 2010 Bl 



THE FIVE MAGIC MOMENTS ОР 

Super Mario Bros. 3 
Super Mario Bros. 3 was one of the most anticipated games of all time. It made 
myriad enhancements to the Mario formula, so it’s no surprise that it has its fair 

share of magic moments. 

SUITING UP 
Overalls are great and all, but sometimes a plumber needs to change up his wardrobe. 

Super Mario Bros. 3 provides a lot of great outfits to choose from. The flight-granting 

Raccoon Suit is a classic, and making Mario soar through the sky for the first time, 

unhindered by gravity, is one of the highlights of the 8-bit era. The other suits are 

comparably awesome. The Tanooki Suit allows you to fly and turn into an invincible 

statue, the Frog Suit makes swimming through water levels a breeze, and the Hammer 

Suit allows you—at long last!—to turn the tables on those darn Hammer Bros. with 

fantastic offensive and defensive capabilities. 

THE KOOPALINGS 
As if Bowser weren't bad enough, 

Super Mario Bros. 3 introduces a brood 

of unruly critters known collectively 

as the Koopalings. With their unique 

looks, bratty personalities, and 

pop-culture-inspired names (Larry, 

Wendy, Iggy, Roy, Lemmy, Ludwig, 

and Morton), these new villains make 

saving the Mushroom Kingdom all the 

more thrilling. Even the route to battle 

the Koopalings is exciting. Each of the 

little reptiles commands a massive 

airship that’s armed to the teeth, and if you make it past all the 

cannon balls, Bullet Bills, and treacherous jumps, you still have to 

contend with the troublemaker at the end. 

STYLING 
FOOTWEAR 

Among the many 

a (Л) a different suits, Fire 

? TW ‹ Flowers, Starmen, 
қ » i hammers, music 

boxes, and other items 

that can you can collect in 

Super Mario Bros. 3, none is 

more enigmatic than Goomba's Shoe (originally known as Kuribo's Shoe). This odd 

power-up can be acquired only in World 5-3, and despite its solitary appearance, it 

makes an impression. This large wind-up shoe normally houses a Goomba, but with 

a well-aimed bop from below, Mario or Luigi can knock the Goomba out and hijack 

the shoe for their own use. The sturdy sole of the footwear provides protection from 

just about anything. Enemies that are normally impervious to stomping (like Piranha 

Plants, Spinys, and Munchers) can be safely trod upon with Goomba's Shoe. 

When playing a platform 

game, there are certain types of worlds you expect to traverse. 

Super Mario Bros. 3 starts off with three of the basic types: grass, 

desert, and water. Sure, they're lots of fun, but they're hardly a 

surprise. When we first entered World 4, though-that got us to 

say, "Wow." World 4 is known as Big Island, and it definitely lives 

up to its name. From its oversized pipes to its massive ? Blocks to 

its frighteningly large Goombas, Big Island really makes you feel 

like the underdog. This novel world is a treat to explore. 
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THE GAUNTLET 
Atthe end of each 

world in Super Mario 

Bros. 3, Mario and Luigi 

confront the Koopalings 

aboard their flying 

airships. Those battles 

hardly prepare us for what we face 

in the game's final world, however. 

World 8 is clearly Bowser's last 

stand, and he pulls out all the stops 

by unleashing an army of deadly 

airships, tanks, and battleships. The nonstop barrage of cannon balls, random 

blasts of fire, and tool-chucking enemies combines with the grim backgrounds 

and foreboding music to let you know that Bowser is serious this time. It makes 

for an edge-of-your-seat end to an already outstanding game. 



MADDENING 
THE FIVEMASIE MOMENTS OF 

ouper Mario Bros. : The Lost Levels 
Super Mario Bros.: The Lost Levels appears on the Game Boy Color game Super 
Mario Bros. Deluxe with the subtitle "For Super Players." There's a reason for this: 

it’s a very, very difficult game—almost to the point of madness. 

When you punch a block in Super Mario 

Bros. and a mushroom pops out, it's time to 

celebrate, right? After all, we've been trained 

to recognize this fungal friend as something 

that makes Mario more powerful. It's not that 

easy in The Lost Levels, though. Touching a 

purple Poison Mushroom damages Mario as though he's been 

attacked by an enemy. Granted, this is a mistake that most 

people make only once, but that doesn't lessen the sting any. 

WELCOME TO REVERSE WARP ZONE! 
The Warp Zones in the 

original Super Mario Bros. 

were awesome. And how 

cool did you feel when you 

stumbled onto them? When 

playing The Lost Levels for the first 

time, many players try the same old 

tricks to discover Warp Zones and 

breeze through the game. Although The 

Lost Levels does contain Warp Zones, it 

also contains the dreaded Reverse Warp 

Zones. Imagine fighting through the game up to World 8 and accidentally stumbling 

into a Warp Zone. This would normally be a good thing, but this one sends you all the 

way back to World 5! Arrgh! 

BLOWIN’ 
IN THE 
WIND 

If you want to be good 

at a platform game, 

you need to master 

the art of the jump, especially in а series that 

requires as much precision as Super Mario Bros. 

does. You may think you have the jumping physics 

down, even on those tricky trampolines, but The 

Lost Levels is right there to throw you another curve ball. In 

some levels, strong wind (as indicated by the blowing leaves) 

will aid or hinder your leaps, depending on whether you are 

jumping with or against the breeze. As you can imagine, this 

makes precise movement far more difficult than usual, and 

when combining the wind with trampoline-boosted jumps, 

you're bound to take a few tumbles into a bottomless pit. 

С gTHEULTIMATE 
CHALLENGE 

Just getting through The Lost Levels's 

eight main worlds is tough enough, but | "084 

only the best players will discover the five LU А E 

hidden worlds (each containing four lev- (zl $ 

els). If you can complete the game without пев 

using any Warp Zones, you will unlock the 

extrachallenging World 9. Clearing World 

9 opens up Worlds A, B, C, and D, which contain some of the most difficult plattorming 

in the entire series. Your running, jumping, and swimming skills will be put to the 

ultimate test. If you manage to conquer the whole game, you have our respect. 

FALSE BOWSERS 
False Bowsers are 

not entirely new to 

The Lost Levels. After 

all, the Bowsers at 

the end of Worlds 1 

through 7 in the origi- 

nal Super Mario Bros. 

weren't the real deal. 

In The Lost Levels, 
however, these fake fiends make a few unexpected appearances to throw you off your 

game. Just like in the first SMB, World 8-4 is the last of the standard worlds, and at the 

end of the stage, you must once again battle Bowser. Before reaching him, however, 

you are confronted with one of the False Bowsers. Luckily, you don't even need to 

defeat this imposter. Just run under him and make а mad dash for the real McCoy. 
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Okamiden—the unexpected sequel to Capcom's cult- 
hit action-RPG Okami—offers an amazingly faithful 
portrayal of the series’s demon-haunted Japan. 
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Even with the final product on Japanese store 
shelves, it's hard to believe a follow-up to Okami is 
actually happening. The 2006 PlayStation 2 game 
was so well-regarded that many websites named 
it game of the year—and it sold so poorly that it 
earned the Guinness Book of World Records award 
for "least commercially successful winner of a game 
of the year award." Prospects for a sequel certainly 
weren't helped by the fact that the development 
team that created Okami left Capcom (to form Plat- 
inumGames) before Okami was even released. 

But Capcom managed to raise Okami's profile with 

a 2008 port for the Wii console, and even after 

years of cautioning fans not to expect a sequel, 

anew Okami continued to be a popular request. 

The game also had plenty of supporters within 

Capcom's rank and file, and director Kuniomi 

Matsushita had little trouble finding fans to help 

him secretly craft a demo and design document 

fora new Okami game. Producer Motohide Eshiro 

still vividly recalls the day, two years ago, when 

Matsushita first brought him the simple prototype 

software for the Nintendo DS system: "I was like, 

‘Wow, this is Okami on the DS! I can't believe 

I'm holding this!” Making another Okami game 

suddenly didn't seem like such a bad idea. 

PUPPY LOVE 
The first Okami starred Amaterasu, an ageless 

Japanese sun god who manifests as a majestic 

white wolf. Matsushita originally intended to 

use the same character, but was struggling to 

find a new direction for the game when one 

ofthe team's artists drew a picture of what 

Amaterasu's puppy would look like. The drawing 

was intended as a joke, but seeing the 

young wolf pup made everything 

snap into place for Matsushita. Not 

only was the character absurdly 

adorable, but the idea led directly 

to the new mechanic of fighting 

alongside companions (since a puppy 

couldn't save the world alone) and 

the emotionally resonant theme of heroes 

coming of age together. The divine pup was 

christened Chibiterasu, a fusion of Amaterasu 

and chibi, a Japanese word used for young 

children, dwarves, and small animals. 

And so when evil befalls Japan (called Nippon 

in the game) a mere nine months after the 

events of the original Okami, it's Chibiterasu 

who answers the call. (Amaterasu remains indis- 

posed following the events of the original title.) 

Chibiterasu has inherited the Celestial Brush and 

sun powers from his/her parent (as well as the 

annoying lack of a clearly defined gender), but is 

very much a puppy, always eager to jump up опа 
new friend or enjoy a nice scratch during lengthy 

conversation scenes. But at only a few months of 

PUBLISHER: GAPGOM DEVELOPER: CAPCOM RELEASE: MARCH 2011 

[Above] The demonic enemies in Okamiden 
range from the creepy to the bizarre. 

—/ 
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[Right] Partner Кави can travel to places that 
Chibiterasu cannot. The Celestial Brush Vine 
technique can pull him to Kagu's position. 

B6 NINTENDO POWER 

age, Chibiterasu is starting from square one; to 

claim the powers enjoyed by Amaterasu, players 

will have to learn them anew from the Celestial 

Brush Gods, each now represented by its own 

adorable chibi offspring. Okamiden may well 

have the cutest cast in the history of gaming. 

Chibiterasu's youth and inexperience inspired 

Matsushita to create Okamiden's main gameplay 

hook: a series of similarly youthful partners who 

take over Issun's role from the first Okami as the 

hero's sidekick. But these new friends offer a lot 

more than comedy relief; a new Celestial Brush 

technique allows you to draw touch-screen 

paths to guide your partners over fragile bridges 

or through waterways that Chibiterasu can't 

cross, while Chibiterasu stomps floor switches 

or intercepts foes. When your partners finish 

their tasks, you can toss them onto Chibiterasu's 

back, where they'll deliver special attacks to 

stunned bad guys and serve as the mouthpieces 

for your party when interacting with other 

characters. 

While the partner adds a whole new dimension to 

the game, most everything else about Okamiden 

should be instantly familiar to fans of Okami. 

The game is set in the same regions of Nippon, 

and the DS does a remarkable job of bringing 

familiar areas to life. Although the largest areas 

have been broken up into smaller chunks, they 

remain impressively vast and rich in detail, and 



some re-create the terrain ої Okami so faithfully 

that you can use maps from that game to find the 

same cherry trees, hidden caves, and off-the-path 

treasure chests in this one. But though only nine 

in-game months have elapsed, the land of Nippon 

has seen plenty of changes; the Agata Forest 

now lies deep underwater, while the new town 

uni is the son of original Okami characters 
Susano and Kushi-and yes, the game does 
explain why a child who didn't exist nine 
months ago is already several years old. Being 
he son of Japan's greatest warrior weighs 
heavily on young Kuni, and he tries hard to live 
up to his father's reputation. He's always the 
first to valiantly offer help to a young lady in 
need... It's just the follow-through he has 
rouble with. As an inveterate coward, Кипі is 
caught in the midst of an internal struggle 
etween the person he is and the one he wants 
0 be. Just the sort of thing a good old video 
game adventure is proven to cure! 

of Yakushi has carved itself a home among the 

Cliffs between Shinshu Field and Kamiki Village. 

Needless to say, having a map on the lower screen 

ofthe DS makes finding your way around easier 

than it ever was in the original. 

Additionally, the combat system in Okamiden 

has been refined and simplified. Battles still take 

place in separate arenas (although there are a 

few small foes to swat at as you explore), but all 

attacks now use a single button that dishes out 

simple multipart combos. The strategic depth 

comes from your Celestial Brush abilities, which 

you can use to cut down vulnerable foes, place 

bombs amidst your adversaries, and even knock 

away projectiles in midflight. The system's touch 

screen offers the finest implementation of the 

Celestial Brush yet, allowing players to draw 

мно ERM... 

NANAMI 

After being captured by the humans of Agata 
Village and used as а sacrifice to the local 
demon lord, Nanami developed something of a 
grudge toward humanity. But when one of 
Chibiterasu’s human friends needs Nanami’s 
help, the pup will have to convince her to turn 
the other cheek. Nanami comes in mighty 
handy; as a mermaid, she can cross the rivers, 
lakes, and other water sources that act as 
impassible barriers for Chibiterasu and Kuni. 
She has such an affinity for water that her own 
hair generates the stuff; when you need to 
douse a flame and there's no stream nearby, 
just draw a line from her hair to the target! 

6 A Р b. NEW DOB, OLD TRICKS 

The tiny mouse with the giant sword has 

passed its mighty blade on to its even tini- 
er mouse pups. Their Powerslash allows 
you to sever boulders, signposts, and 
even foes with a simple horizontal line. 

In combat, it can now be used to bounce 
projectiles back to their throwers. 

Kagu has a special sensitivity to the 
supernatural that allows her to see 
Chibiterasu's true nature as a divine being- 
and she's not even remotely impressed. As 
Nippon's most popular child actress, her only 
goal is to clear away the demons that have 
taken over her family’s playhouse and return 
to her rightful place on stage. If that means 
saddling up a god and riding it in battle, so be 
it. Kagu is a handful, but partnering with her 
comes with plenty of perks. Her combo- 
topping fan projectile attacks come in handy 
when battling multiple foes, and her divine 
sight allows her to see and cross invisible 
bridges that elude even Chibiterasu. 

m 
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perfect circles and zigzagging lines far more 

precisely than a Control Stick or the Wii Remote 

controller would allow. The virtual ink even feels 

real, pooling in richer, thicker lines when you 

drag the stylus more slowly over the screen. 

Eshiro's team also did some fine-tuning to the 

series' RPG mechanics. For example, you still 

earn experience points in the form of Praise, 

colorful bubbles of happiness that are unlocked 

by purifying corrupted parts of the world or by 

doing favors for nonplayable characters. But 

when your Praise bar fills, you now gain ink 

and health capacity upgrades automatically. 

Okamiden uses the same system of miniquests 

as its predecessor, although instead of being 

based on the hunt-down-the-enemy "wanted 

lists" from the original game, Okamiden has you 

mostly helping NPCs find their lost and stolen 

items. Though a subtle change, this is a welcome 

one, making treasure-hunting a lot more 

rewarding and cutting some of the repetitive 

combat out the game. 

Another simplification has removed the 



в 

original game's subweapons, but а new system 

allows players to collect materials by defeating 

enemies in certain ways, and use them to boost 

the attributes of Chibiterasu's three base weap- 

ons. Okamiden may not have quite the depth 

of its predecessor (a game that was so packed 

with content that it was often criticized for its 

excessive length), but its streamlined mechanics 

make it much easier to pick up and play, and they Бі 

make for а much faster-paced adventure. 

М ) 

One of Eshiro's first suggestions to the team 

was that they hire novelist Yukinori Kitajima to 

handle the game's script. In Japan, the writer 

is famous for his young-adult novels and for 

writing the never-localized adventure game 428: 

In the Blocked City, Shibuya. (He also wrote the 

story to the iPhone game Chaos Rings.) While 

Kitajima was himself a big fan of the original 

Okami, he brings a very different perspective to 

Okamiden. Instead of focusing on world-in-peril 

drama or the sweeping themes of the series 

mythology, Okamiden is a more sentimental 

Story, centered on the personal challenges 

facing its young heroes. More than any of the 

game's new mechanics or refinements, the focus 

on characters creates a unique flavor that sets 

Okamiden apart from its predecessor. 

The decision to have the game 

take place only nine months 

after Okami is another interesting 

one, and one that proved to bea 

tremendous challenge for the writers. 

“If the game took place 10, 20 years after 

"Ок, now меге ready. 
{+ the prophecy is 

right, 

^ „> Z 4 

сес Ө 4 озал воло ВВ 
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the original Okami, the whole world would 

be completely different, and there wouldn't 

beanything intrinsically interesting about 

it," explains Eshiro. "Because it's only nine 

months later, there are a lot of things that 

stand out as being out of place from what 

players knew from the previous game." 

But players who passed on the original 

Okami needn't worry, as the game has been 

carefully built to stand on its own four feet. 

With a charismatic new hero, a standalone 

story, and a gentle difficulty curve, it's a 

perfect entry point to a series that might 

have a bright future after all. 

THE YOUNG CELESTIAL BRUSH 0006 

МОЕСАМІ 

Moegami’s fledgling heir would 

make for one heck of a Pokémon. 
But the young phoenix is content 

to teach you the power of inferno, 

allowing you to make fire flow like 
water from torch to torch. Use this 
technique to solve puzzles, fry foes, 

and melt blocks of ice. 
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Capcom's New Alpha Wolf 
Motohide Eshiro, director of Onimusha 2 and producer of the Ace Attorney series, 
explains why he made time to helm a DS revival of Okami. 

NINTENDO POWER In our last interview you men- 

tioned that you wanted to work on Okamiden 

because you really liked the original Okami. 

What is it you found so appealing about this 

world and this style of gameplay? 

MOTOHIDE ЕЗНІЯО | guess, mainly, it's the art style and 

the graphics. Maybe | just like the Japanese art 

style because | am Japanese, but the sumi-ink 

design-1 think it is really well done. It's an art 

style that is familiar to Japanese people, so 

it’s just very comfortable to look at. Also the 

character designs—I think they are really cute. 

All the characters have these unique quirks 

about them. All the [supporting] characters in 

the game were pretty unique and | think this time 

Chibiterasu-the little wolf dog—he is pretty cute 

as well. 
The Okami series allows us to Showcase 

а Japanese fantasy, if you will; a different 

mythology that people might not be familiar with. 

On top of that, I'm a big fan of the Zelda series. 

I like how elements from the Zelda series you 

find in Okami-the puzzle elements, the action 

elements—are really good, I think. 

Speaking of those cuter characters—the 

younger characters—I was wondering how 

that ties into the overall underlying theme of 

Okamiden? 

I think the main theme ої Okamiden is the bonds 

that children form with each other. You have 

Chibiterasu as the main character, and then 

he meets different partners in the game, so 

it’s about his relationships to those different 

characters. Over the course of the game they have 

to overcome many difficulties, and work together 

to defeat the bosses. | think that just flavors the 

whole game, including the story and its various 

gameplay elements, so if you want a theme for 

Okamiden or a key word, it would probably be 

friendship. 

In the game’s storyline, how on Earth did 

so much occur in the nine months between 

Okami and Okamiden? 

We are able to explain those things as part of the 

story line in the game, and I think that's where it 

gets interesting. Like, for example, Kuni [the son 

of Susano and Kushi who got together at the end 

of the original game]—why is he already a young 

child if this game only takes place nine months 

after the first game? Things like that you'll find 

out about as you play the game. It starts out with 

some mystery elements to hook the player, to get 

them interested in figuring out what's changed or 

gone wrong since the events of the last game. 

So what would you like players to especially 

take note of as they are playing the game? 

The first thing | would like the players to focus 

оп is the Celestial Brush mechanic in the game, 

because | think it is greatly improved from what 

we had in the previous version. For example, 

when you were trying to draw the cherry bombs 

in the PS2 and Wii versions, you weren't able 

to place them so accurately. But now, using the 

stylus, you can just draw on the screen whenever 

and exactly wherever you want them. It’s really 

useful in all of the boss fights, and even the 

normal battles, to be able to use the Celestial 

Brush exactly as you want to. 

lalso think the partners іп the game аге key, 

not just for the story, but as a key element of the 

gameplay as well. Chibi and his partners have 

to work together to overcome different things. 

There's a puzzle-solving element to figure out 

how you can combine your powers to overcome 

different problems in the game. 

Also, the graphics. І hope players really look at 

the graphics and see how we were able to create 

the whole atmosphere of the original Okami game 

on the DS. I think fans of that game will be really 

pleased with how close we've been able to come 
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to that on the DS. 

Last but not least is the music. I think we 

did a really outstanding job exploiting the full 

capabilities of the DS to get quality sound for the 

signature Okami music. 

Thegame came out recently in Japan, right? 

What do you think about the reception it has 

received so far? 

Well, one of the things about the game that a lot of 

fans knew, especially in Japan, is that the original 

designers of the first Okami game aren't working 

on it. A lot of them were worried about how this 

was going to turn out. But once they got their 

hands on it, from just the reports coming into 

Capcom and things I've read myself, it seems that 

they are really happy with what we did. They are 

ecstatic that we were able to transition the world 

of Okami to Okamiden on the DS, and so І consider 

that to be a really good response from the fans. 

What was the best part of the development 

process of this game? 

I think the moment in development that stands 

out most was at the very beginning when 

Matsushita brought his little demo cartridge to 

me on the DS, and made his presentation about 

how he wanted to bring Okami to the DS. And 

50...Ї just started playing it, and І saw Chibiterasu 

running around onscreen, and that's basically all 

it was—just a tech demo basically—and I was... 

really excited when he showed me that. 

What was the most challenging part 

ofthe development process? 

There were really just so many 

challenges while making this game. 

So many I can't even think of them 

all. One was the graphics, because you're 

limited with the number of polygons on the DS, 

compared to the previous systems that it was on. 

Also, with the character animation, we couldn't 

have the same range of motion we did previously, 

so we had to figure out which motions were the 

most important to use and how to re-create those 

quirky, cute moments that the characters are 

known for. Aside from that, we had to struggle 

with the frame rate to make sure that there was 

no slowdown as the game was played. Lots of 

things like that. | also talked about the sound ^ 
as well. Just trying to make sure we could 

exploit the full capabilities so it sounded 

[Above] Kagu's demon-haunted playhouse is one of several new areas that Chibiterasu can visi 

Oh. no! There might бе 
some evil spirits 

herel 

like the orchestrated music people were used 

to for the previous chapter of the game. | guess 

it would be safe to say there wasn’t anything 

that wasn'ta challenge on this game. For each 

challenge we had to come up with a different trick 

to get around it, and that was the most interesting 

part about making it. 

Have you given any thought to how a sequel 

might be on the Nintendo 3DS? 

For me personally the Nintendo 3DS offers a lot 

of unique opportunities, and I'm really interested 

in being able to do something with the Nintendo 

3DS. So right now we are just concentrating on 

getting Okamiden out there, getting it into the 

public consciousness—not just in Japan, but the 

world over—and hoping the fans really take a 

liking to the game. The fans are what's really 

important, so if the fans come back and say, 

“Hey, we enjoyed Okamiden. You've got to put it 

on the Nintendo 3DS next!" then that's definitely 

something we can talk about. 

Isthere anything else you want to say about 

thegame? 

The first thing | want to say is we'll be digitally 

releasing a demo that will be coming out shortly, 

but | want people to know that that is really only 

ataste, a hint, of what the game has to offer. We 

just tried to cram a lot of different things about 

what makes Okamiden fun into the demo, but 

it doesn't give you a full experience the way the 

game will. So it's just а little flavor, so І hope if 

people get to play the digital demo that they like 

it, and that they'll want to try out the real version 

ofthe game. Also, to the fans of the original 

Okami, | understand if you have concerns about 

us bringing Okami to the DS with Okamiden, but I 

want you to try it out and see for yourselves how 

good of a job we've done at re-creating the world 

of Okami on the DS. 

Finally, as I've said earlier, | think we've got a 

really good script for this game. | think the story 

has a lot of dramatic changes. It's a moving 

story, I think maybe even more so than the 

original game, so when you play this game, I'm 

pretty sure that you're going to like it. 

HOLIDAY 2010 n 



Power 
Profiles 

April 29,1977 

Ono, Fukui Prefecture, 
Japan 

Programmer; founder \ 

of Studio Pixel 

Creating Cave Story, \ 
liking cats 

Udon 

Cave Story (DSiWare), 
plus other secret 
projects 

Daisuke “Pixel ” Amaya 
12 NINTENDO POWER 

ILLUSTRATION EY CHRISTINA EMPEDOCLES 



п ап ега when so many video games are published by big cor- 
orations with the ultimate goal of making massive profits, 

it's nice to see that independent developers can still survive 
and thrive. One such developer is Daisuke Amaya- better 
known as Pixel-who spent years designing and program- 
ming Cave Story almost single-handedly. He didn't do it for 
money (he gave away the original version of the game for 
ree), and he didn't do it because it was his full-time job—he 
simply did it for the love of creating games. The effort paid 
off; Cave Story turned into a cult sensation, and the game 

has since found success in its enhanced WiiWare form, proving that 
great games can come from anywhere as long as its creators are 
devoted and passionate about what they do. We can't wait to see 
what Pixel comes up with next. 

NINTENDO POWER 

How did you originally 

get into video games? 

PIXEL | fell in love 

with the Famicom [the 

Japanese version of the 

NES] when I was a kid, 

and it just never went 

away. Once I learned how 

to develop games, it was 

no longer as important 
for me to actually enter 

the industry. What I really 

wanted to do was to make 

games, and not necessar- 
ily to make a career out of 

game development. 

So game programming 

was just a hobby at first? 

I studied computers at a 

computer school. In addi- 

tion to programming, I 

was also interested in data 

modeling and computer 

graphics. І also made 

some websites. At the 

time | didn't really have а 

purpose, but was studying 

because it was fun. 1 

hadn't put much serious 

thought into a career yet. 

When I was going to 

computer school, | lived in 

the dorms. | learned pro- 

gramming by chance from 

a friend who lived next 

door. | read some books on 

programming because | 

wanted to make some 

games, but they turned out 

to be useless since | 

couldn’t understand most 

of the terminology. I’m not 

very good with books to 

begin with. My friend could 

answer any question І had. 

I'm grateful for his help, 

even to this day. 

How did you end up 

deciding you wanted to 

make video games asa 

full-time endeavor? 

A little while ago, my 

company was hit by the 

economic depression. 

That's when I first began 

to think about leaving my 

job for a career in games. 

| felt if | was going to give 

this a try, the sooner the 

better. 

where did the nickname 

Pixel come from? 

The word pixel refers to 

a picture cell. | chose this 

name because | love pixel- 

art images. The philosophy 

behind this name is “game 

development, one pixel at 

atime.” 

Since your name is Pixel 

and all your games 

are 2D, what are your 

thoughts on polygonal 

games? 

There are many 2D games 
that | like, but now the 

market is dominated by 

3D games. So do play 3D 

games as well. I’m drawn 

to 3D-game development, 

Everything came together 

by chance as development 

progressed. 

How did Cave Story 

evolve during the course 

of development? 

At first, the concept of 

money and shops existed 

in Cave Story. Players 

could earn money by 

defeating enemies, then 

purchase weapons and 

ammo at shops.... Then 

опе day, | realized it 

would be much more fun 

if ammo was unlimited. 

1 realized this after the 

shops and money had 

been incorporated into 

the game. Shops became 

meaningless once weap- 

ons became unlimited, 

and I removed the shops 

and money from the game 

altogether. 

There were also some 

big changes in terms of 

characters and story. In 

the beginning, enemy 

began. Then | decided to 

show the half-developed 

Cave Story to someone | 

dreaded showing it to: the 

friend who taught me how 

to program games. He had 

very high standards when 

it came to how good or bad 

games were. | didn't want 

to show it to him, because 

he would always be right 

on point with his criticism, 

and I would lose сопй- 

dence every time | talked 

to him. On top of that, it 

annoyed me that he was 

usually more concerned 

than I was about the future 

of my games. 

My friend did give me 

some praise, but went on 

to point out areas where | 
had made some compro- 

mises, criticize the specs, 

and point out that the 

game was somewhat con- 

fusing overall. | understood 

what he said. | fought back 

with, “I know what you're 

saying, but this is the best І 

“T think thatevery detailin Cave Story 
is connected to another game...” 

but the number of ele- 

ments involved increases 

exponentially with things 

like modeling, texturing, 

and animation. 

What made you want to 

make a game like Cave 

Story? 

| didn't start off intending 

to make Cave Story, 

but as І developed the 

game it became the Cave 

Story that we now know. 

designs were all based on 

soap. I'd put eyes ona 

Soap-shaped body, and 

then expand on the design 

by adding propellers or 

wings. | chose soap 

because! love bubbles, but 

also because programming 

is much easier with block- 

shaped characters. 

By the time | had built 

the game to this point, it 

had already been two 

years since development 

can do,” but he came back 

with, “I know you can do 

it.” That was when | decid- 

ed to redo over half the 

system, and completely 

rewrite the scenario. | fin- 

ished the game about 

three years later. 

What games served as 

the biggest inspirations 

for Cave Story? 

| think that every detail in 

Cave Story is connected 

Cave Story is far and away Pixel’s most recognizable work, but he’s created a number of other titles, all of which were designed as 
PC freeware. He also contributed a “Big Name Game" to WarioWare D.I.Y. that was based on Ikachan. 

RAIN 
1998, PC 
CREATOR 

IKACHAN AZARASHI MEGANE 
2000, PC 2001, PC 2003, PC 
CREATOR CREATOR CREATOR 
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What would you say the 

advantage is to making 

agame virtually solo as 

opposed to doing it as 

part of a larger group or 

corporation? 

The greatest advantage 

is that | can make adjust- 

ments without anyone's 

approval. At times | would 

even though I wanted to 

wrap up development, 1 

created a tough hidden 

stage (Sanctuary) and set 

the difficulty level to near- 

impossible heights. I 

received feedback from a 

player who enjoyed the 

changed since you 

became involved with it? 

| сап only speak for the 

gaming industry from 

the perspective of an 

individual gamer, but 1 

think that the scale of 

games has expanded. 

What game creators do 

you admire or respect, 

and why? 

There are many games, 

songs, and works of art 

that | like, but | don't know 

much about their creators. 

Recently | finished Shadow 

р ents, you исап, 
и еайсе.” 

“Even with cheap ingred 1 

entertain peopleify 
make three adjustments 

and ultimately scrap the 

idea. | would have felt bad y X 

to another game in some 

way. Ninja Kid's influence 

can be seen in the way 

small 16x16 characters 

move around against 

vast stages and large 

bosses. I love pixel-art 

bubbles, so they make an 

appearance in Cave Story 

too; that might come 

from Bubble Bobble. I'm 

pretty sure Metroid and 

[Japanese action-RPG] 

Romancia have affected 

the way you advance in 

the game by going back 

and forth on the same 

map multiple times. 

Metal Slug was one of the 

games | was really into 

when making Cave Story, 

so the vertical shooting, 

the machine-gun trail, as 

well as the animation in 

the scenes where Gaudi 

of the Labyrinth and Mesa 

Bute of the Sanctuary 

get defeated, are all 

influenced by it. Items are 

in treasure chests prob- 

ably because of Dragon 

Quest and other RPGs in 

general. 

to make someone else 

deal with that. 

How has the prolifera- 

tion of the Internet and 

digital distribution 

helped you as a game 

maker? 

It's a big help that an 

individual like myself 

can send a game out 

into the world just by 

paying my Internet bill. 

On the flip side, I think it's 

unfortunate that things 

that players look forward 

toin games, like a good 

ending, can be spoiled on 

the Internet. 

How has the input of the 

online fan community 

influenced you? 

A game's difficulty level 

is something | always 

struggle with. | know 

everything there is to 

know about the game, so 

even if | think something 

is simple, other players 

might find it very difficult. 

1 ultimately settled with 

a difficulty level that І 

personally felt was a bit 

easy, and of course, some 

players wrote to say they 

wanted something more 

challenging. 

Given this feedback, 

stage and wanted a time- 

attack mode, so | added 

that as well. 

What would your advice 

be to fledgling inde- 

pendent game-makers 

who want to see people 

playing their games? 

Making games is pretty 

similar to cooking. Even 

with cheap ingredients, 

you can entertain people if 

you're creative. Just don't 

forget to taste it yourself 

before serving it to others. 

What kinds of projects 

do you see yourself 

working on in the 

future? Would you want 

to do a Cave Story 2, or 

would you rather work 

on something original? 

I'm looking into developing 

something for the iPhone. 

Players have higher hopes 

for a sequel, so it’s a lot 

less pressure to create 
something new, away from 

Cave Story. It would be 

great to be able to answer 

fans’ expectations with a 

sequel, but that’s easier 

said than done. 

How have things in 

the gaming industry 

AKANTARES 

CREATOR 

Amazing games are being 

developed...and | am 

moved just watching them. 

What do you think you'd 

be doing if you weren't 

making games? 

Probably drawing, com- 

posing songs, or creating 

motion pictures. 

What aspect of creating 

avideo game do you 

enjoy the most? 

The first time that І get 

to seethe characters 

on-screen, in motion. 

When you are stumped 

by a particularly dif- 

ficult problem while 

creating a game, what's 

your process for work- 

ingthrough it? 

When developing a 

game alone, there are 

many things to work 

on, including the music, 

graphics, program, story, 

etc. So it's usually possible 

to progress in at least 

one of those areas. There 

isalot of busywork that 

needs to get done as well. 

Otherwise, when I'm tired 

1 rest. Once I'm feeling 

better, something will 

move forward. 

CAVE STORY 
2010, WiiWARE 

ofthe Colossus for Р52 and 

thought it was an amazing 

game. Even in an age in 

which a character's poly- 

gon count has increased 

exponentially, | have yet 

to see a game with move- 

ments as impressive as 

Shadow of the Colossus. 

Whose works in other 

forms of media, such 

as film or literature, do 

you admire and enjoy? 

Поме Pixar movies. | went 

to watch Toy Story 3 in the 

movie theater recently. 

What is your favorite 

hobby or pastime? 

Lately, Гуе taken up 

fishing. Гме only gone 

four times so far. | go to 

the docks and catch small 

fish. Game development 

is no longer just a hobby 

for me, so fishing has 

become my new hobby. 

If you could have one 

superpower, what 

would it be and why? 

1 would like to fly with my 

own wings, like a big bird. 

I've had dreams where 

I'm flying, and it felt 

amazing. 

CAVE STORY 
CAVE STORY ART DIRECTOR, ORIGINAL CREATOR 2010, DSiWARE 
2004, PC ) [ ART DIRECTOR, 
CREATOR CREATOR ORIGINAL CREATOR 

TA seno ромен 
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PLAY 
REWISITING THE CL 

HACK 

PLATFORM: SUPER NES 

PUBLISHER: KONAMI 

DEVELOPER: KONAMI 

LEASE DATE: AUGUST 1992 

COVERED IN ISSUES: 35, 39, 44, 51 

OF HE TURTLES TRAVELED 
THRO E: 2,500,002,100 

Mutant Ninja Turtles were at 

the top of their game. The 

pizza-eating amphibians had 

action figures, a hit cartoon show, 

live-action movies, and—certainly 

not least of all—a series of popular 

video games published by Konami. 

Based on the turtles’ second 

arcade game, Teenage Mutant 

Ninja Turtles ІМ: Turtles in Time 

was all-out action at its finest. At 

its most basic level, the game was 

about picking your favorite turtle 

and beating the heck out of any 

Foot Clan villains foolish enough 

to get in your way. You could 

ostensibly get through the entire 

game by simply wailing on the 

attack button, but TMNT IV hada 

lot of depth for a beat-'em-up. You 

could perform slide kicks, tackles, 

several kinds of jumping attacks, 

character-specific special moves 

(which drained your health), and 

multiple types of throws-includ- 

ing grabbing a Foot Soldier and 

| nthe early 1990s the Teenage 
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Teenage Mutant Ninja 
Turtles IV: Turtles in Time 
Being а ninja is about more than eating pizza and 
yelling "cowabunga" I's also about time travel. 

TIBET mI «ії 

In опе of the oft-forgotten battles of the Civil War, Michaelangelo 
fought a robot-ninja army on the back of a speeding train. Who knew? 

swinging him back and forth to 

obliterate anything nearby, and 

tossing a bad guy straight into the 

screen (one of the coolest uses 

ever of the Super NES console's 

Mode 7 technology). 

In addition to featuring nonstop 

in-your-face combat supported 

by fantastic graphics and music, 

TMNT IV boasted fun levels that 

exuded the same lighthearted 

sensibilities that had made 

the turtles such a hit on TV. As 

the game's title 

implied, the heroes 

found themselves 

warped to various 

places throughout 

time, including the 

prehistoric era, a 

16th-century pirate 

ship, the Wild West, 

and the far-flung 

future of 2020, 

before returning to 

the "present" of 1992. Each level 

had enemies specific to its setting, 

such as dino-riding soldiers in 

prehistoric times and bosses 

Bebop and Rocksteady dressed up 

as buccaneers on the pirate level. 

One of the most surprising 

things about the Super NES game 

was that it was actually better 

than the arcade version. Alongside 

better controls and various new 

options, the game delivered a 

brand-new level (the bad guys" 

base, the Technodrome) and a 

few new bosses. The one thing 

the Super NES version didn't have 

was the ability for four players. 

to play simultaneously, but it did 

support two-player co-op, which 

was a blast. 

Nearly two decades after its 

release, Teenage Mutant Ninja 

Turtles IV holds up as-appropri- 

ately enough—a thoroughly time- 

less action experience. —cHRIS H. 

WHO'S THE BOSS? 
The Super NES version of 

Turtles in Time featured sev- 

eral changes and enhance- 

ments when compared to its 

arcade counterpart. Some 
of the most notable involved 

the game’s bosses. 

In the arcade version the 

boss of the prehistoric 

world was a giant mud mon- 

ster. In the Super NES ver- 

sion he’s replaced with evil 

mutant turtle Slash (who’s 

ridiculously tough). 

Mutant monsters Tokka and 

Rahzar were the bosses of 

the arcade version’s Skull 

and Crossbones stage, 

but on the Super NES they 

were replaced with TMNT 

mainstays Bebop and 

Rocksteady. Tokka and 

Rahzar were relocated to 

the new Technodrome level. 

The final boss in the arcade 

version was, unsurprisingly, 

the turtles’ archnemesis, 

Shredder. In the Super NES 

version, however, he was 

upgraded to the even-more- 

powerful Super Shredder. 

HAWE A FAVORITE CLASSIC GAME YOU'D LIKE ТО SEE REWISITED? 

16 NINTENDO POWER Send us your requests—we'll consider them for a future installment of Playback. nintendopower@futureus.com 
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Prime Primates 
DONKEY KONG COUNTRY 
RETURNS 

PLATFORM: Wii. 

PUBLISHER: NINTENDO 

DEVELOPER: RETRO STUDIOS. 

ESRB: EVERYONE. 

| propose that all game publish- 

ers come together to make a 
pact: that great franchises will 

never again be left to languish 
in limbo. While playing Donkey 

Kong Country Returns for this 

review, I kept thinking that the 
only bad thing about the game is 

80 NINTENDO POWER 

that it took 14 long years to get 

here. And after experiencing thi 
spectacular simian adventure, 
| absolutely can't wait 14 more 

years for the next one. 
For those old enough to 

remember the series's original 

Super NES trilogy, the Wii revival 

will be a nostalgic trip back to 
asimpler time of 16-bit side- 
scrolling goodness. But series 

newcomers should quickly fee 

at home as well, especially those 

familiar with New Super Mario 
Bros. Wii, another Nintendo- 

series refresh that provides a 

5 

similar jump іп graphics and 

features. Both games take 

a back-to-basics approach, 
feature eight worlds of stages 
accessible via a world map, offer 
compelling rewards for tracking 

down collectible 
items, and introduce 
co-op multiplayer. 
And believe it or 

not, the supertal- 
ented Donkey Kong 
Country Returns 
development team 

at Retro Studios has 
crafted a platformer 

that can stand toe-to-toe with 
the latest from Nintendo's 
princely plumber. 

There are, of course, differ- 
ences between the two games. 
True to its roots, Donkey Kong 

Country Returns moves at a 

slower, more plodding pace 
than New Super Mario Bros. 

Wii, and DK's hulking frame 

makes his movements less 
sharp and precise than Mario's. 



The difference in style certainly 

fits the characters, and there's 
nothing at all wrong with the 
way the big ape handles, but I 

personally prefer the plumber's 

snappier, sharper stunts. Donkey 
Kong Country Returns is also a lot 

harder, which is saying something 

since New Super Mario Bros. Wii 

can be pretty darn challenging at 
times. This, again, is in keeping 

with past Donkey Kong Country 

titles, so fans will likely be up 
for the stiff challenge. The game 

does, unfortunately, rely on trial- 

and-error gameplay fairly often, 
hough-especially during mine- 

cart and rocket-barrel stages, 

where there is little time to react 
o upcoming obstacles if you don't 
now what's in store. But some- 

how, І never minded much. Even 
when struggling with stages that 

cost me dozens of lives, there's 

a satisfaction in showing steady 
improvement and getting just a 

ittle farther with each try. When 

ои do master a stage, it makes 

ои feel like a superstar. If you run 
ut of patience or get completely 

umped, the game will offer to 

take over and play itself past the 
tricky parts. This feature works 

по < 

just like the Super Guide іп New 

Super Mario Bros. Wii: you can 

retake control partway through a 

level or have the game finish the 

stage and unlock the next one, 
but in either case the computer- 

controlled Donkey Kong won't 

collect K-O-N-G Letters or Puzzle 

Pieces, so you can't fully master 
the game by taking shortcuts. 

Expert players can also spend 

extra time taking Time Attack 

runs through each level and work- 

ing toward 10096 completion in 

order to unlock all of the game's 
bonus artwork, music tracks, 

dioramas, and each world's 

megachallenging Temple level. 

Doing it all comes pretty close to 

impossible for the average player, 

50 pros will have plenty of oppor- 
tunities to test their might. 

I2I- VIEWS 
mm WHAT'S PLAYING NOW 

DONKEY GONE 
While Donkey Kong Country Returns 
brings back the coreelements 
that made the series so good, not 
everything from the original Super 
NES trilogy has returned. Here are 
some ofthe most notable omissions. 

алея — 

ТА 
gis 

SWIMMING 

Swimming stages go back to 

the very first Donkey Kong 

Country, but none appear in 
Donkey Kong Country Returns. 

THE DK CREW 

Don't expect to see Dixie Kong, 

Kiddy Kong, Candy Kong, 

Funky Kong, Swanky Kong, 

Wrinkly Kong, or any other 

Kong besides Donkey, Diddy, 

and Cranky. 

ANIMAL BUDDIES 

Only Rambi the Rhino returns, 

leaving such characters 

as Expresso the Ostrich, 

Enguarde the Swordfish, 

Winky the Frog, Squitter the 

Spider, Rattly the Rattlesnake, 

Clapper the Seal, and Ellie the 

Elephant out in the cold. 

THE KREMLINGS 

Perhaps the game's biggest 

departure is the dismissal 

of the series’s long-running 

villains. To be honest, we don’t 

miss them. 



UP FOR A 
CHALLENG 
Ifyoudrool at the prospect of atough 
challenge, you'll need to wear a bib 
while playing Donkey Kong Country 
Returns. Here are a few of the game's 
most daunting tasks, 

MINE CARTS 

As longtime Donkey Kong 

Country fans know, clearing 

these speedy rollercoaster-like 

areas requires a lot of 

memorization, lives, and 

patience. 

The basic flow of the game 

has you leaping over hazards, 
jumping on or rolling through 
enemies, pounding the ground 

to destroy boulders or trigger 

changes in the environment, 

climbing grassy walls and ceil- 
ings, and uncovering hidden 

goodies by bursting open plant 

pods or blowing on patches 

of weeds. When Diddy Kong 
is found іп а level, he hops on 

Donkey Kong’s back to provide 

with one minor exception: 
a well-timed second press ol 

the jump button can bounce 

Donkey Kong off an enemy and 
high into the air. But when Diddy 

is on the big ape's back, that 

same button press triggers the 

Barrel Jet and screws with the 
timing of the high jump. This 
nuance can be overcome, but 

it still cost me plenty of lives in 

areas where the game demands 
split-second mastery of both low 

and high jumps. Back on the plus 

NES-style and using the Control 

Pad made the controls a little 

more precise, but it sure is fun to 
swing the remote and Nunchuk 

alternately to trigger Donkey 

Kong's ground pound. 

One of the coolest things 
about this game is that it always 

throws new stuff at you, even 

inthe later stages. There is an 
abundance of neat ideas: a giant 

octopus chases you through an 

entire level; you board a Rocket 
Barrel to take on a pirate ship; 

you have to outrun millions of 

angry spiders; you must quickly 

climb a massive structure that's 
sinking in lava; and so on. Every 

stage has been lavished with a 

level of detail that you find in 
the likes of Nintendo's very best 
games; it feels as though the 

extra hang time with his Barrel side, both of the game's control 

лене z Jet, extends Donkey Kong's roll options-the combination of the 

Tie eme Sentus by running along on top of him, Wii Remote arid Nunchuk con- 
2 апа doubles the number of times ^ trollersor just the remote alone, 

fast pacedasthamine can the big ape can be hit. All of held sideways—work great. In ] | à : areas butthe Rocket Barre their moves work and feel great, ту experience, playing the game 
is tough to steer, particularly 

when obstacles pop out 

unexpectedly. 

TEMPLE STAGES 

Collecting all the K-O-N-G 

Letters for every stage ina 

world will unlock a bonus 

Temple level, which offers that 

world’s ultimate challenge for 

pro players. 

[All screens] Donkey Kong Country 

Returns boasts an impressively wide 
variety of challenges and scenery. 

Down» = 

HELP IS ON THE WAY! 

Starting to feel intimidated? 

Don't be. If you ever get too 

stuck, you can call on a silver, 

computer-controlled Donkey 

Kong to get you through. 

Ста 
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developers refused to skimp on 

anything. (Well, they do repeat 

one boss, which is a little cheap. 
And the boss battles in general, 

while enjoyable and humorous, 

aren't quite up there with the 
genre's best. Nonetheless, you 

don't often find games that have 

been polished to this degree.) 
Simultaneous two-player 

со-ор-а series first—is 

fun for what it is but 
doesn't impact the game 

much. Maybe I’ve been 

spoiled by New Super 

Mario Bros. Wii-in which 
players can discover ways 

to work together tha 
provide opportunities that aren't 

possible when playing solo—but 

| would have liked to have seen 
some co-op-exclusive moves and 

strategies. Swinging through the 

jungle with a pal is still a ton of 
fun, although coordinating with 

each other can make the game's 
toughest challenges even harder, 

and you may be hesitant to let a 

less-experienced partner race 

through your hard-earned extra 

lives since you both pull from the 

same reserve. When choosing 

between Donkey Kong and Diddy 

Kong for co-op action, players 

will find the primates' biggest 
distinctions to be Diddy's full-time 

use of his Barrel Jet (he has to hop 
on Donkey Kong's back to share 

this useful hover-jump ability) 

and the extra reach his Peanut 
Popgun has over Donkey Kong's 

ground pound, both of which 

stun enemies. The differences 
don't amount to much, but it still 
would have been nice to have the 

| WHAT'SPLAYINGNOW 

option to play as Diddy Kong in 

the single-player game, which is 
strangely missing. 

Niggling concerns aside, 

Donkey Kong Country Returns is 
an amazing game, and a highlight 

of a year that gave us top-notch 

platformers such as Sonic Colors, 

Kirby's Epic Yarn, and Super 
Mario Galaxy 2. The game holds 
true to the spirit of its Super NES 

predecessors while surpassing 

them in every area. Let's get the 

nice folks at Retro started on the 

next sequel straight away—or at 

least before another 14 years go 
by. —cHRIS S. 
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GOLDENEVE 007 

PLATFORM: Wii 
PUBLISHER: ACTIVISION 
DEVELOPER: EUROCOM 
ESRB: TEEN 

| must admit to feeling some 

trepidation when I first set 
eyes on Activision's GoldenEye 

007. Here was an awesome 

property that had already been 
tarnished once when Electronic 
Arts tried to return to it with 

GoldenEye: Rogue Agent, and 

1 felt that everyone should 
have left well enough alone. 

In the end, though, I’m very 

glad Activision and developer 

Eurocom decided to revisit the 

beloved Nintendo 64 classic, as 

they did a bang-up job of taking 
the basic framework of the 1997 

original and reimagining it for a 

84 NINTENDO POWER 

21st-century audience. 

Obviously, the gameplay and 
graphics have been stepped up 

significantly. It's been nearly a 

decade and a half since the N64 
game's release, after all, and 

major strides have been made in 

both of those departments. But 
this GoldenEye is also a much 

more cinematic adventure than 
its inspiration. Eurocom seems 

to have taken what it learned 
about first-person cut-scenes 

and scripted sequences from the 
great Dead Space: Extraction 
and implemented it here. 
Combined with some solid voice 

acting, the sequences really 
make the game feel like a James 

Bond film—though a much more 
contemporary one than the 1995 

GoldenEyeflick, and featuring a 
lot more shooting. 

The shooting works well, 

[Above] A game in which Jaws and Oddjob shoot paini 

too, when using the Classic, 
GameCube, or Wii Remote and 
Nunchuk controllers. Despite 

having more precision with the 
remote's pointer, І prefer using 

the Classic Controller Pro. The 
game seems to have been made 
with that controller in mind, as 
all of the button functions are 

laid out more logically with it 

than they are with the other 
control schemes (even if you 

bring the control-customization 

options to bear). 
You definitely want to ensure 

that you have good controls for 

multiplayer—which is perhaps 
the most important part of 

GoldenEye 007. The N64 title 

was one of the most fondly 
remembered multiplayer titles 

of its era, and a lot of what 
made that game’s multiplayer 

mode so successful is carried 

over here. You've got four- 
player split-screen with modifiers 

including headshots-only and 

melee-only matches. (The latter 

is especially silly, as everyone has 

giant Donkey Kong-esque hands 

instead of weapons.) І do have to 
say that | missed the N64 game's 
maps, however. The new maps 

aren't bad at all; but I’m just so 

accustomed to playing on those 
old maps that they feel like a 
fundamental part of the game. 

While playing via a split 

screen provides some retro fun, 

lefinitely GoldenEy! 

| enjoyed playing online more. 

Sure, it's more traditional-no 

goofy modifiers here—but the 
online portion supports up to 

eight players in a variety of game 

types. In addition to the Conflict 

(deathmatch), Team Conflict, and 
Golden Gun modes-all three 

of which are available in the 
offline multiplayer, as well-you 

get modes such as Black Box (in 

which one team attempts to hold 
onto a briefcase while the other 
team tries to destroy it) and 

GoldenEye (wherein two teams 
vie for control of consoles strewn 
across the map in order to sic 

the GoldenEye satellite on their 
opponents' base). What has me 

coming back for more, though, is 

not just the game types, but the 

leveling up and gaining access 

to new weapons and gadgets/ 
perks. It's basically Call of Duty 

with a James Bond backdrop, 
which is fine by me. However, I do 

wish these characters could actu- 

ally jump instead of just being 

able to climb onto things. 

This fusion of the cinematic 

presentation, the solid controls, 
and the off- and online multi- 
player makes for a fantastic 

overall package. Granted, this 

probably won't supplant the 

original in most people's minds, 

but Activision's GoldenEye is 

awesome in its own right. 

—JUSTIN C. 
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I'd get a kick out of Sora and 

company taking a voyage 

20,000 leagues under the 

sea in Captain Nemo's Nautilus. 

Since Disney owns Marvel 

now, why not add the X-Men 

to the mix? There are so 

many good stories and characters to 

tap into. Sora vs. Dark Phoenix? 

We got Chip and Dale, but 

what about the world and 

the rest of the cast of Chip 

’n’ Dale Rescue Rangers? | miss you, 

Gadget. 

I vote for Disney's latest tra- 

ditionally animated feature, 

E The Princess and the Frog. 

I'd love to see what Sora could get up 

to with a pair of wisecracking frogs, a 

trumpet-playing alligator, and a voo- 

doo villain, and the film's catchy jazz 

numbers would provide a great score. 

Жа 5 MASON 

Gy My vote is for them bring in 
S some Pixar stuff, especially 

Toy Story. That seems like 

it would be a perfect fit, and I'd love to 

see what happens when Buzz Lightyear 

meets Donald Duck. 

DJ HERO 2 

DJ HERO 2 

DJ HERO 2 

PLATFORM: Wii 
PUBLISHER: ACTIVISION 
DEVELOPER: FREESTYLE GAMES 
ESRB: TEEN 

For its encore performance, 

DJ Hero 2 takes the excellent 

turntable-based rhythm mechanics 

from the original and refines the 

experience with a nip here anda 

tuck there. There are abundant 

modes to choose from, including 

the new Empire campaign, as well 

as a full complement of online 

multiplayer options. You can now 

also sing along with the songs 

using a supported microphone. 

To put it simply, DJ Hero 2 offers a 

comprehensive experience for both 

single and multiple players, and the 

objectives have enough variations 

to keep the game interesting even 

after you've made it through the 

playlists a hundred times. 

For any music game, the song 

list is of paramount importance, 

and DJ Hero 2 has a great selection 

(though it's heavy on the rap 

and dance genres), including a 

surprisingly great mash-up of 

Snow's "Informer" and The Jackson 

5's "ABC." Even if you're not a fan 

ofthe music, the game mechanics 

work so well that you won't care. In 

fact, if you don't consider yourself 

afan of music games in general, we 

still recommend giving DJ Hero 2a 

shot. It's a wonderfully empower- 

ing game that's as addictive as it is 

unique. - ОЕАМВ. 
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Still Marching On 
MARIO VS. DONKEY 
KONG: MINI-LAND 
MAYHEM! 

PLATFORM: NINTENDO DS 
PUBLISHER: NINTENDO 
DEVELOPER: NST 
ESRB: EVERYONE 

Following in the footsteps 

of its predecessors, Mario 
vs. Donkey Kong: Mini-Land 
Mayhem! offers a solid mix of 
puzzles and platforming. As in 

the previous installment in the 

series, you don't get to control 

the wind-up Mini Mario char- 

acters directly; all you do is 

set them in motion, then use 
your noggin to manipulate the 

environment so they don't go 

marching to their doom. It's a 

fun formula that worked well 

previously, and it's even more 
effective this time thanks to 
more stuff to interact with. 

Every world adds more parts 
to work with—girders, springs, 

conveyor belts, pipes, lad- 

ders, cannons, wooden walls, 
and more—and elements 
such as magnetic floors and 

new enemies keep the action 
fresh. Special stages with mul- 
tiple exits or keys add to the 

variety, while the Mario love 
helps the appeal. Numerous 
nods to Super Mario Bros. 2 

(especially the musical cues) 
are much appreciated. 

The problem is that the 

game simply isn't very ambi- 

tious. There's nothing wrong 

with what's on tap, but none 
of the standard levels are par- 
ticularly satisfying (even when 

you play them flawlessly), 
and you never get that “wow” 

moment that usually accom- 

panies the Mario name. 

Nonetheless, there's a lot 
of enjoyable content here— 

including unlockable special 

stages and a more-difficult 
mode after the credits roll 
and if you still want more, 

you can make it yourself 
via the series's trademark 
custom-level editor. Not only 

does it offer more flexibility 
than ever before, but there's 
a great infrastructure in place 

for downloading a wealth of 

fan-made and Nintendo-made 
stages, which could give this 

game some serious longevity. 

—CHRIS Н. 
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He's BEEN right about. 

most things for the 

last 30 years. It's infuriating. 
em 

Shining Brightly 
called Psynergy. These abilities 

at the end of the previous game, you're never left confused. come into play not only during 

GOLDEN SUN: DARK DAWN their actions weren't without Like their folks, our new | battle, but also while exploring 
consequences. New threats adventurers are Adepts, which the puzzle-filled dungeons that 

— loom, and our young heroes are means they can control the are a series hallmark. Starting 

Murs ері called upon to follow in their elements using magical powers out, your party can move 
DEVELOPER: CAMELOT 
ESRB: EVERYONE 10+ 

This has been a year of unlikely 

comebacks. First we got Sin & 
Punishment: Star Successor, 
then NBA Jam made its 

triumphant return, and now 
developer Camelot brings us a 

third installment in the Golden 
Sun series. It's like the gaming 

industry has suddenly become 
our fairy godmother. What's 

next, a new Kid Icarus? 
Golden Sun: Dark Dawn is 

set 30 years after its Game Boy 

Advance predecessors, and just 

as the acclaimed role-playing 
saga has transitioned from one 

generation of hardware to the 

next, its original protagonists 
have passed the torch to their 

children. Though Isaac and com- 

pany saved the land of Weyard 
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parents' footsteps. Along the 

way they'll encounter a number 
of familiar faces, from major per- 
sonalities like Garet and Kraden 

to obscure characters that only 
the most hardcore fans will 
remember. (Eoleo or Kushinada, 
anyone?) The devil is in the 
details, and Camelot continues to 
craft a compelling, wonderfully 

realized world that draws you in 
deeper with every visit. At the 

same time, Dark Dawn does a 
nice job of bringing newcomers 
up to speed. Key terms are 
highlighted in the game's text, 

for example, and tapping them 
calls up a quick-reference guide 
on the top screen that explains 

their significance. If you haven't 

played the older titles, certain 
callbacks and cameos obviously 

won't resonate as strongly, but 

objects from afar, extend vines, 

launch fireballs, and create 
whirlwinds. They'll learn addi- 
tional powers throughout their 
travels, including some new to 

the series, such as a telekinetic 
slap. Though Golden Sun's over- 

all structure has always been 
very conventional, this particu- 
lar wrinkle allows the dungeons 
to evolve constantly and keeps 

you engaged in a way that most 

RPGs can't. With rare exception, 
Dark Dawn's puzzles are more 

clever than frustrating, and dial 
in the difficulty just right. 

The game's turn-based 

battles, on the other hand, are 
strangely devoid of challenge. It's 
not that combat lacks depth—far 
from it. You can swap party 

members in and out midskirmish; 
different weapons bestow their 



[Below] Nothing terrifies foes | 

critical strike from a wooden sti 

users with unique special attacks; 
and the complex Djinn system 

returns, offering all sorts of stra- 

egic considerations. The problem 
is, almost none of that matters 
when the enemies-including most 
bosses—are such pushovers. Not 
once in the 35 hours it took me 
о finish Dark Dawn was І ever in 

danger of seeing the Game Over 

screen. That certainly wasn't the 
case with previous entries in the 
series. It's a shame that Camelot 
elt compelled to make this one so 
much easier. 

At least the battles look great, 
with detailed character models 
and lots of flashy spell effects, not 
о mention awe-inspiring summon 

sequences that unfold across both 

screens. Some fans will no doubt 
ament the franchise's switch from 
hand-drawn visuals to polygons, 
but the charming aesthetic 

remains, and the change allows 

he developers to frame events as 
they see fit. That's especially ben- 

eficial during in-game cut-scenes, 

which are a lot more dynamic than 
they were in the GBA titles and do 
a better job of conveying the story. 

I'ma big proponent of 2D, but in 

this case, | think Camelot 
made the right choice. 
Dark Dawn also boasts 

a quality, if sometimes 
inconsistent, soundtrack. 

The whole experience 
comes together witha 

tremendous amount of 
polish. This development 
team has been making 
RPGs a long time (since 

1991's Shining іп the 
Darkness for the Sega 

Genesis), and it's developed а 
knack for minimizing traditional 
genre annoyances. You can save 
the game at any time, buying and 

selling new equipment has never 

been more user-friendly, and 
there are multiple ways to reduce 

the frequency of random encoun- 
ters (which are already sparse 
in the puzzle-heavy areas). Over 

the course of a lengthy quest, 
those little things can make a big 
difference. 

Like the original Golden Sun, 
Dark Dawn concludes with a 

major cliffhanger and leaves 
alot of important plot threads 
unresolved. It was sort of cool in 
the first game, but in this case it 
just feels unsatisfying, perhaps 

мае REVEN 

because many of the big issues 
brought up at the beginning of 

the story are never even touched 

on again. Plus, we had to wait 
seven years for this installment, 

so who knows when we'll see the 
next? That said, the narrative has 

some genuinely great moments, 
and true to that subtitle, it's 
not afraid to get dark at times. 

Though the final destination may 

be a bit frustrating, the journey is 

one worth taking. —sTEVE T. 
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HARRY POTTER 
AND THE DEATHLY 
HALLOWS—PART 1 

PUBLISHER: ELECTRONIC ARTS 
DEVELOPER: EA BRIGHT LIGHT 

ESRB: TEEN 

The world of Harry Potter 

covers an intriguing range 

of extremes. The stories 
are whimsical yet dark, the 

characters funny but flawed, 

and both children and adults 
are obsessively immersed in 
its intricate wizard universe. 
Likewise, although Harry 

Potter and the Deathly 

Hallows is a great book, this 
game is the pits. 

Essentially a cover-based 

shooter with a few on-rails 
and stealth segments 

shoehorned in, Deathly 

Hallows just reeks of slapdash 

development. Besides the 
ugly graphics and horren- 

dous AI, the core gameplay 

mechanic-taking cover 

behind objects and shoot- 
ing-is rarely effective. You're 

almost always fighting either 
the awkward camera or the 
dodgy Wii Remote controls 

that make any quick move- 
ment impossible. 

Even on a superficial level 

Deathly Hallows fails to 
deliver, showcasing a number 

of graphical glitches such as 

characters passing through 
solid objects or getting stuck 
in the environment. And don't 
look too closely at any of the 
characters, or you'll notice 
their mannequinlike stares 

and animations. 

Unfortunately, the Harry 

Potter license doesn't make 
this game good. In fact, 

unless you're already familiar 
with the story, you'll have 

absolutely no idea what's 

happening, as the storytelling 
is nonexistent. A few random 
cut-scenes spliced together do 
not a story make. By the end 

of the game's five or so hours 
of play (and a terribly anticli- 

mactic end battle), you'll be 

left scratching your head. 
Harry Potter and the 

Deathly Hallows has few 

redeeming qualities. As a 
game it feels unfinished and 
sloppy; and as a complement 

tothe book and movie, it's 
worthless. It's a sad day when 

the world's most famous wiz- 
ard has lost all of his magic. 

—DEANR. 

MICHAEL JACKSON: 
THE EXPERIENCE 

PLATFORM: Wii 
PUBLISHER:UBISOFT 
DEVELOPER: UBISOFT MONTPELLIER 
WITH JUST DANCE TEAM PARIS 
ESRB: EVERYONE 10+ 

Rhythm-based games are usually 

fairly straightforward—match your 

feet to the arrows, strum/drum/sing 

along with the notes, and so on. With 

Michael Jackson: The Experience, this 

is not the case. The real “experience” 

is in matching your dance movements 

to those of onscreen Michael’s, which 

are also (sometimes confusingly) 

illustrated by stick figures on the side 

of the screen. As the title suggests, 

songs are limited to Michael Jackson 

hits, performed music-video-style for 

you to follow along with. Although the 

game isn't great, if you like MJ's music 

and can mimic his moves it isn't ter- 

rible either. But if doing the "Thriller" 

dance doesn't sound appealing, this 

game may not be for you-even with 

all its pelvis-thrusting glory. copy м. 

NARUTO SHIPPUDEN: 
DRAGON BLADE 
CHRONICLES 

PLATFORM: Wii. 
PUBLISHER: ТОМУ 
DEVELOPER: ТОМУ 
ESRB: EVERYONE 10+ 

Unlike last year's Naruto Shippuden 

game on Wii, Dragon Blade Chronicles 

isa more typical third-person action 

title than a one-on-one fighting 

extravaganza. Also unlike last year's 
game, DBC is unusually bad. The com- 

bat is imprecise, the uncontrollable 

camera angles are often less than 

ideal, and the game frequently slows 

to a crawl when just a few enemies аге 

onscreen. The overall presentation is 

also very poor, with unnatural pauses 

between spoken lines, and terribly 

boring environments. It simply feels 

like almost no effort was put into the 

game on almost any level. The Naruto 
license could have been DBC's saving 

grace, but everything great about 

Naruto (flashy fight sequences and 

jutsu moves, great characterization, 

etc.) is missing here. Even die-hard 

fans should stay away. —ОЕАМ R. 

NARUTO SHIPPUDEN: 
NARUTO VS. SASUKE 

PLATFORM: NINTENDO DS 
PUBLISHER: TOMY 
DEVELOPER; TOMY 
ESRB: EVERYONE 10+ 

More a tweaked version of the Ninja 

Council games than a brand-new 

concept, Naruto vs. Sasuke is a very 

average 2D action game with some 

annoying quirks. It's filled with blind 

jumps and cheap enemy hits that 

will drive less-patient players crazy, 

and the jumping physics are stiff and 

awkward. And then there are the boss 

battles, which simply aren't very fun. 

Sadly, these are the same problems 

found in the previous games-where's 

the progress? Naruto vs. Sasuke isn't 

unplayable by any means, but it feels 

hastily made. The graphics are colorful 

(though incredibly basic) and optional 

side missions add some diversity to 

the gameplay, but there's nothing here 

that hasn't been done far better in 

other games. - ОБАМВ. 
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RUNE FACTORY 3: 
А FANTASY HARVEST MOON 

RUNE FACTORY 3: A 
FANTASY HARVEST MOON 

PLATFORM: NINTENDO DS 

PUBLISHER: NATSUME 

DEVELOPER: MARVELOUS ENTERTAINMENT 

ESRB: EVERYONE 

This latest entry in the dungeon- 

crawling RPG spinoff franchise of 

Harvest Moon shows a noticeable 
improvement over its predecessor. 

The series’s trademark mix of 

farming, gardening, maiden-wooing, 

monster-slaying, and treasure- 

hunting is there, yet subtle improve- 

ments freshen the formula. 

A stronger story element focuses 

onthe part-monster hero's goal to 

mend an age-old conflict between 

nearby human and monster settle- 

ments so they can eventually unite to 

stop dark forces that are working to 

destroy them. Beyond setting up some 

interesting plot twists, this gives youa 

good reason to explore the two towns; 

you have a home base at each town 

when you're in the right form. 

Switching between human and 

monster forms broadens the fighting 

TOM CLANCY'S GHOST RECON 

and NPC-interaction possibilities 

substantially, and the ability to bring 

befriended comrades into battle is a 

nice touch. Both settlements have a 

slew of missions for you to take on, 

offering cool rewards and special 

items for tackling harder tasks. 

Though the quests range from slaying 

acertain number of foes of a specific 

type to making deliveries for local 

citizens, they're a good break from 

other day-to-day tasks. Ultimately, 

Rune Factory 3 has just enough 

newness to merit another sweet 

go-around. - МАТНАМ M. 

ТОМ CLANCY'S 
GHOST RECON 

PLATFORM: Wii 
PUBLISHER: UBISOFT 
DEVELOPER: NEXT LEVEL GAMES 
ESRB: TEEN 

Despite being part of the long-running 

franchise of the same name, Tom 

Clancy's Ghost Recon doesn't feel 

like any of its predecessors—this Wii 

game is more akin to Activision's 

Transformers: Cybertron Adventures 

(which was also made by Next Level 

Games). It's disappointing, especially 

given the depth of the other iterations, 

but this Ghost Recon has its charms. 

There's a good variety of weaponry 

at your disposal, and you do have to 

play much more tactically than you 

did in Cybertron Adventures—par- 

ticularly during the stealth sections. 

Unfortunately, these parts can be more 

frustrating than they should be due 

tothe actions (or inactions) of your А! 

partner, so it's best to have a human 

buddy by your side. —JUSTIN с. 

NINE HOURS, NINE 
PERSONS, NINE DOORS 

PLATFORM: NINTENDO DS 
PUBLISHER: AKSYS GAMES 
DEVELOPER: CHUNSOFT 
ESRB: MATURE 

You may not think you're a fan 

of "visual novel"-style adven- 

ture games, but Nine Hours, 
Nine Persons, Nine Doors is 
the one that will change your 

mind. Not only is its twisty 
story thoroughly engrossing, 

but its puzzle-filled escape 

sequences offer satisfying 
bursts of gameplay that are a 
first for the genre. 

On the surface, 999 is about 

nine people trying to escape a 

murderous game on a sinking 

ship. But each of its numerous 

plot twists peels away another 
layer of an elaborate mythology 

that could rival the TV series 

Lost. Not every question has a 

The Great Escape 
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definitive answer, but the game 
is packed with enough interest- 

ing and original ideas to inspire 

weeks of heated message- 
board discussion. To break up 

the story, the game periodically 

offers up escape sequences 
in which players can freely 
explore the game’s detailed 

environments for items that 

can be used in a series of 
clever puzzles. Both the visual- 

novel elements and the escape 

sequences would make decent 
games by themselves, and the 

two combine for an especially 

rich experience. 

My one major beef with 999 
involves its structure. A good 

story needs a good ending, 

and although 999 has one, 

it isn't easy to find. Players 
must replay the game multiple 

times, taking different routes 

to unlock progressively bet- 
ter endings. On subsequent 

playthroughs, the game allows 

you to skip text you've already 
read, but you still need to 
replay the puzzles (not so fun 

the second time). And the path 

tothe true ending is frustrat- 
ingly unclear; instead of being 

rewarded for making the right 

decisions, you basically have to 
umble onto it. 
While | didn't enjoy the 

repetition, I loved every new 
minute of 999’s slick puzzles 
and riveting story. The score 

bove wasn’t chosen for com- 

edy’s sake; 999 truly is one of 
my favorite games of the year. 

—CASEYL. 
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СВЕАТЕ 

PLATFORM: Wii 
PUBLISHER: ELECTRONIC ARTS 
DEVELOPER: EA BRIGHT LIGHT 
ESRB: EVERYONE 

Create is a game with an 
identity crisis. On one hand, 
it's a physics-based puzzler; 
on the other, it's a decoration 

sim. Other than the fact that 
the activities take place in 
the same environments and 

use the same play mechanics 
for placing, moving, and 
manipulating objects, the two 

gameplay types don't exactly 

go hand in hand. 
As a gamer, | found the 

puzzle aspect to be the more 

enjoyable part of the experi- 

ence. In each of the game's 
themed stages, you're tasked 

with completing numerous 

challenges—usually involving 

getting an object from one 
place to another, sometimes 

while collecting items along 

the way. For most tasks, 
you have only a few item 
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Clash of Ideas 
types at your disposal, and 
figuring out how to position 

them and chain their actions 
together to achieve your goal 
is generally fun. It certainly 

helps that there’s no single 

answer; any solution that 

works is a good one. It’s also 

nice that the physics remain 

consistent with each puzzle 
attempt so you can perfect 
your solution through trial 

and error with minimal frus- 

tration. Still, a lack of per- 
sonality and puzzle variety 

kept my interest at bay. 

The decoration aspect 
of the game is even less 
inspired. Sure, there are 

tons of textures and painting 
options and objects to place, 

but all you're doing is dress- 

ing up the existing scene. 

Despite the game’s title, you 

агеп'ї really creating any- 
thing—just prettying it up. It’s 

also incongruous that you're 

required to perform certain 
actions in sequence (change 

a texture here, place a stamp 

there, put some flowers 
here, etc.) in a game that's 
supposed to be about open- 

endedness. Additionally, the 
entire package suffers from 
Some wonky controls and 

interface issues. —cHRIS н. 

RAVING RABBIDS TRAVEL IN TIME 

RAVING RABBIDS 
TRAVEL IN TIME 

PLATEORM: Wii 
PUBLISHER: UBISOFT 
DEVELOPER:UBISOFT PARIS 
ESRB: EVERYONE 10+ 

The Rabbids have plagued our world 

and attempted to invade our moon, 

and now they afflict our fourth dimen- 

sion! The rascally lagomorphs have 

returned with yet another collection 

of minigames, this time spanning the 

high points of human and prehuman 

history. But we must wonder: at 

what point do we have one too many 

minigame collections of “BWAAA”-ing 

madness? Though some of the 

activities have an amusing setting and 

an entertaining gimmick, a fair share 

fall flat and repeat their mechanics 

in other minigames, reducing Travel 

in Time's collection of 23 minigames 

(not including other little distractions 

found around the museum) to about 

adozen that you and your friends 

might want to play more than a couple 

times. —DAVID M. 

PAC-MAN PARTY 

PLATFORM: Wii 
PUBLISHER: NAMCO BANDAI 
DEVELOPER: NAMCO BANDAI 
ESRB: EVERYONE 10+ 

Essentially, Pac-Man Party is a 

less-than-fun Mario Party/Monopoly 

hybrid. You move around a game 

board, automatically place castles on 

spaces you land on, and if someone 

lands on your castle, you battle them 

for it in a minigame that can also win 

you cookies. With no turn counter 

WWE SMACKDOWN VS. RAW 2011 

or time limit, accumulating a certain 

number of cookies is your goal, 

causing the already painfully boring 

games to drag on far longer than 

necessary. While junk-food-glorified 

minigames are the obvious highlight of 

Pac-Man Party, most of them don't feel 

polished and aren't satisfying, save for 

avery small few. It may be Pac-Man's 

30th-birthday bash, but this is one 

party for which you'll want to decline 

the invite. —сорү м. 

WWE SMACKDOWN 
VS. RAW 2011 

PLATFORM: Wii. 
PUBLISHER: THO 
DEVELOPER: ҮШКЕ 
ESRB: TEEN 

If you're a hardcore wrestling fan, 

WWE SmackDown vs. Raw 2011 is 

worth checking out for the brilliant 

new WWE Universe mode alone. 

Essentially a fully customizable 

season/manager mode, it enables you 

to spend hours, days, weeks, or even 

months guiding the direction of your 

federation and managing the careers 

of all your favorite (or least-favorite) 

superstars. Unfortunately, a lot of 

the title's other features fall flat. The 

stale graphics haven't improved since 

last year, the removal of the strong 

grapple modifier hurts the gameplay, 

and the commentary is nonsense. 

(One time Michael Cole claimed that 

Vance Archer was going for a pin 

when he wasn't even in the match!) 

The backstage exploration segments 

in Road to WrestleMania mode could 

have been cool, but they're almost 

unplayable thanks to a way-too-close 

camera. —CHRIS H. 
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Massive Mega Man 
This mega-intensive mosaic is loaded with Mega Man awesomeness, 
A PARTICULARLY DILIGENT gaming every stage from each of the NES piece. There’s the main Mega bottom featuring art from game 

fan who goes by the screen Mega Man titles. Man sprite, of course, but there boxes, cartridges, and posters. 

name Jarosh has crafted one of It took а long time to pull are also some cool extras worked The whole thing was printed on 

the most memorable Mega Man together all of the screens needed into the design, including several four-foot-tall canvas and mounted 

tributes we've seen yet: а mas- for the project. Sifting through rows depicting all of the boss оп а wooden frame. That's one 

sive pixel mosaic painstakingly them to weed out the bad ones weaknesses and a section at the sweet piece of art. - МАТНАМ М. 

constructed with screenshots was an exhaustive process, and 

taken from the first six Mega Man 

games. This gargantuan effort 

is made up of more than 1,500 

screenshots and touches on 

many of the screens Jarosh kept 

had to be edited and cleaned up 

to get them just right. “It was а 

laborious and sometimes tedious 

project that took me 

several weeks to finish,” 

he says. “It was alsoa 

lot of fun, though, апа! 

Though it took a 

few weeks to complete 

the mosaic, the extra 

time and effort yielded 

eggs in the finished 

loved every minute of it.” 

some interesting Easter 
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Epic Yarn! 
Areader nails these Nintendo-symbol re-creations 

The simplest tools can be used to create artwork, and in the case of these 

re-creations of classic symbols from the Metroid and Legend of Zelda 

series, all 16-year-old Oscar Quinteros needed was a piece of wood, a 

handful of nails, and a bunch of colorful yarn. 

Quinteros, a high-school junior from Manassas, Virginia, says he was 

inspired by an art-class assignment given to his younger sister, and 

decided to craft the Triforce and Samus's logo in a similar style. The 

longtime Nintendo Power subscriber started with a half-inch-thick piece 

of 12"x24" wood, and sketched out the design with pencil before hammer- 

ing in the nails at key points. From there, completing each piece required 

careful attention to colors as he strung together each design and outlined 

the final product with black yarn. 

According to Quinteros, each creation took about two days to complete, 

and the project wasn’t terribly expensive; the grand total for materials 

was around $20. Next up for the self-described video game addict is 

a quite literal interpretation of Kirby’s Epic Yarn, which will follow a 

similar approach, albeit with a complete yarn-based scene from the game. 

Hopefully he'll share the results with us! CANDREW H. 

WRITE 
Jour own 

CAPTION 

Here's 
our caption. 

THINK YOU CAN 
ПО BETTER? 

ABOVE and BEYOND 
Got art, cosplay, case mods, etc.? Send them to us 
via email to community@nintendopower.com 
or via snail mail to Nintendo Power/Community c/o 
Future US, 4000 Shoreline Court, STE 400, South 
San Francisco, CA 94080. We'll print the best stuff! 
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